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BEAUTY IS ONLY SKIN DEER 
BUT SPACE COES ON FOREVER. 



This is the bumper sticker I slapped on my starship. But 
I'm the captain, so who says I can’t make a statement to 
my fellow merchants? Besides, it's true. 

In the vastness of space, there's plenty of 
room for genuine ugliness. I run into lots 
of aliens — spineless blobs like the 
Spemin, bizarre mystic broccoli like the 
Tandelou— that make me shudder and 
reach for the nearest can of industrial- 
strength pesticide. 

So why do I do it? So I can cop an 
intellectual toaster and slice and dice 
some phantom in the nebula? Do I give a 
flying fungus? 

I guess I really do. The planet Arth needs 
fuel and technology to withstand a Spemin 
blob-literation. So rather than vegetate 
before the T.V., I talk to vegetables in 
space and trade with bug-eyed aliens 


that resemble the hairy mold growing in the shower. And 
I remind myself: Life is no beauty pageant. 

Starflight™ 2 combines the complexity 
and humor of the smash hit Starflight 
with new features, aliens, plots and 
locations. Talk and trade with 29 new 
alien species, each with individual 
cultures and personalities. Explore over 
500 worlds in search of new weapons 
and technology; Blasto Pods, System 
Scanners, Psychic Probes, Mineral 
Drones, and more. 

No original Starflight™ experience 
necessary. Includes security decoder and 
authentic Humna Humna map device. 

"The world of Starflight 2 is one of the 
most colorful worlds ever crammed into 
a computer. . . It’s a great sequel to a 
great game." — Computer Gaming World 
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BOLDLY GO WHERE 
NO SALESMAN 
HAS GONE BEFORE. 

Trade with aliens for fun and profit. 


For your own "Beauty is only skin deep, but space 
goes on forever" bumper sticker, send $1.00 and a 
Nid Berry to Electronic Arts, Attn: Nid Berry Clerk, 
1B20 Gateway Dr, San Mateo, CA 94404. 





FACES ONLY A MOTHER 
COULD LOVE. 

Secrets only an ally can discover 





ELECTRONIC ARTS® 

Circle Reader Service #40 



WHERE DOES THIS 
“HOLE IN SPACE” LEAD? 

To oblivion? Dr to the heart of the 
Spemin mystery? 


HOW TO ORDER 

Visit your retailer or phone with VISA/MC:USA or 
Canada, 800-245-4525, Mon-Fri, Bam-5pm 
Pacific Time. Screen shots represent IBM version. 
IBM is a registered trademark of International 
Business Machines Corporation. 








Two ways to pl^ 
an American ti^ition. 





Tlieii Play the C>aiue. 


ABC’s Monday Night Football is a tra- 
dition in more than 20-million American 
households. Now you can enjoy 20-years 
of highlights and then make some of 
your own. 

The new ABC’s MONDAY NIGHT 
FOOTBALL Entertainment Pack features 
the 20th anniversary Monday Night 
Madness videotape and ABC’s Monday 
Night Football computer-software game. 

ABC’s MONDAY NIGHT FOOTBALL 
brings the tradition of football excellence to 
life in the most realistic computer-football 
game ever created. The IBM-PC game now 
features enhanced VGA graphics that put 
you right on the field. You’ll even hear 
Frank Gifford make the broadcasting calls 
in key game situations. 




MONDAY NIGHT MADNESS captures two 
decades of the most memorable moments 
from ABC’s weekly football spectacle. 
There’s nothing but action and excitement 
in this thrilling 48-minute VHS videotape 
never before available in stores. 



The ABC’s Monday Night Football 
Entertainment Pack — Either way you 
play, you win. 


Available for IBM PC /Compatibles and Amiga 
Circle Reader Service #39 
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Announcing. 


Computer Gaming World's 

Third Annual 
TCP Ad A^vards 



H i, Navy Nathan here in the crowd at the entrance to the 
palatial CGW Grand Crystal Ballroom where computer 
game stars are arriving for the Third Annual Computer 
Gaming World Top Ad Awards ceremony. The crowds, the 
lights, the glitter: New Hollywood is abuzz tonight. Our camera 
crews have been kept on their toes trying to capture the action 
for you, our viewers. All the biggies are here. Just moments ago 
legendary Lord British arrived with his entourage (including his 
personal advertisement designer). He was preceded by perennial 
hit artist Sid Meier of Microprose who had to make his way 
through a bevy of beautiful autograph seekers (I overheard one 
young lady tell Sid "It’s for my boyfriend... really!"). Rumor has it 
that LucasRlm Games’ Larry Holland will not be able to be here 
tonight as he is still on location shooting Secret Weapons of The 
Luftwaffe. Industry pundit Chris Crawford entered earlier; in- 
dustry insiders will be waiting to read Chris’ analysis of this 
year’s awards in tomorrow morning’s Journal of Computer 
Game Design. 

God-game gurus Will Wright {SimCity, SimEarth) and Peter 
Molyneux (Populous, Powermonger) were deep in conversation 
as they went in earlier. That’s kind of scary. 

The list of dignitaries goes on and on. Last years big Top Ad 
winner, Koei ("Experience Japan’s Greatest Strategy Simula- 
tions" Ad) sent a number of people from their Tokyo offices. 

And now as the music from inside the Ballroom indicates that 
the ceremony is about to begin, 1 see a final limousine pull up. It 
looks to be ... yes, it is ... Jon Van Caneghem and the Game/ Ad 
design team from New World Computing, first place finishers in 
the 1989 Top Ad awards ("The Basic Elements of Adventure In 
Their Most Advanced Form" Ad) have just arrived. Let’s follow 
them into the Ball Room from the start of the 1991 Computer 
Gaming World Top Ad Awards. I’m so excited! 

Oh, by the way, just as in 1989 and 1990, you, the readers of 
CGW, will be the judges in our Top Ad Contest. As a judge in 

(Continued on page 9) 





You’ll be busy 
swerving past moving 
barriers, blasting 
robot guardians, and 
keeping the walls 
from caving in on you. 
Some say you're the 
best rocket jockey in 
the galaxy, but are 
you ready for the Tunnels of Armageddon^"? Strap 
your heart in as you warp through an extensive and 
deadly network of underground tunnels at mind- 
numbing speed in your quest to save the world. Pick 
up special items to help you get 
past the "nastier” obstacles 
that await you in the 20 in- 
creasingly difficult stages of 
tunnels. And remember to take 
the right route, because every 
second counts. 


TunnelSI. 

^RMAffiDD01\ 

The Future Is In Your Hands 


CALIFORNIA 


To order: Visit your 
retailer or call Elec- 
tronic Arts Distribu- 
tion at 1-800-245- 
4525 to charge on 
Visa or MasterCard. 

Avoiloble for IBM PCf, Tandy* 
Amigo,'" and Apple lIGS." 


laSSYOUR 

ASmOID GOODBYE 


January 1991 


Circk Reader Service #29 
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Taking a Peek 
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29 

New World Computing 

71, 73 

NovaStar Game Co. 

21 

Origin Systems 

98 

Paper Mayhem 

36 

Simcoarum Systems 

62 

Sim Systems 
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Simulations Canada 
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Sir-Tech Software 
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Strategic Simulations, Inc. 
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69 
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Test Drive II! 



Mickey’s ABC’s 


Mickey’s ABC’s 



Steiiar 7 


Accolade 

550 S. Winchester Blvd. 

San Jose, CA 95128 

TEST DRIVE III: Subtitled The Pas- 
sion, the player can opt to drive one 
of three dream/muscle cars along 
the California coast. Features such 
as weather, headlights, windshield 
wipers, instant replay, etc. add some 
exquisite touches to this driving 
simulator. One nice thing is the way 
the cars handle through all of the in- 
teresting "off road" terrain. Too bad 
a 4-wheel drive vehicle isn’t among 
the choices one is given! IBM 
($59.95). Circle Reader Service #1. 

Capstone 

14160 S.W. 139th Court 
Miami, FL 33186 

CARDINAL OF THE KREMLIN: 
Based on the Tom Clancy book, the 
player must develop America’s SDI 
defense before the Russians do. 



Cardinai of the Kremiin 



Mickey’s 123’s 



The Immortal 


There are many areas and per- 
sonalities to keep track of as the 
game/puzzle unfolds. Resource 
management (human and physical) 
is the key to successful play. IBM 
($49.95). Circle Reader Service #2. 

Disney Computer Software, Inc. 

500 S. Buena Vista Street 
Burbank, CA 91521 

MICKEY’S ABC’s: Spend a day at 
the fair with Mickey and learn about 
the alphabet. For ages 2-5, when 
your child hits a letter, Mickey per- 
forms an action based on a word 
beginning with that letter. With upper 
and lower cases included, there are 
over 80 different nicely animated 
responses to keep the little ones 
amused for quite a long time. IBM 
($49.95). Circle Reader Service #3. 

MICKEY’S 123’s: A big surprise 
party is heading Mickey’s way, and 

(Continued on page 92) 
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Letters 


.deUvi^ 


Byting The Apple 

Will Harpoon be released for the Apple IIQS? 

Will CGW again feature an article on a game that is available for the 
Apple lias? 

Will I renew my subscription to CGW? 

The answer to the third question depends on the answers to the other 
two. The first question reflects the stampede in the industry to the IBM 
banner. The second reflects your need to follow the new products in the 
industry. Since I use CGW as a reliable buyer’s guide to what is available 
on the computer game market, I find there is less and less for me in the 
pages of your magazine. I don’t enjoy reading about products that I’ll 
never be able to use. Economics dictate that I will not buy a new com- 
puter just so I can buy a new game, nor am I likely to buy a game that 
does not work in my home computer. 

It is unfortunate that my subscription to your fine magazine will fall vic- 
tim to the IBM fever that has swept the industry. Lately, however, 1 can 
get more information on games for my computer in the pages of Incider 
magazine, a sorry state of affairs. 

A frustrated subscriber, 

John M. Braaten 
Thousand Oaks, CA 

Maybe. Yes. We hope so. The designers of Harpoon provided their 
source code to a freeiancer who wanted to convert the game to the 
Appie liGS. To be very honest, the design team didn’t reaiiy beiieve it 
was possibte to place Harpoon on a 6502 processor and most peopte 
do not beiieve that the lIGS is a viabie machine on which to spend 
addttionat money for the purpose of devetoping liGS games. Most 
software pubttshers have taken the lIGS off their longterm product 
lists. On the other hand, Will Harvey developed The Immortal, a new 
action/adventure game from Electronic Arts, on the lIGS (although 
it was converted to the Atari ST and Amiga prior to its release). So, 
we will review The Immortal as a lIGS product. As for your current 
position on purchasing a new computer, we wonder how long you 
will actually be able to hold onto an extremely tenuous position. 

It would be nice if software publishers were encouraged to convert 
more games to the Apple IIQS. My understanding is that the marketing 
base is now very significant. 

Perry L. Holman 
Dixon, MO 

Unfortunately, market demographics do not support your conten- 
tion. High-tech life goes on and the industry, as well as CQW, has 
had to move into the 16-bit world of MS-DOS. 


Strategic Confluence 

I enjoy articles like the Empire strategy. I wish this was a regular fea- 
ture. 

Bob Campbell 
Downers Grove, IL 

Please print more strategy guides for all games. I was very grateful for 
the one on Empire and Their Finest Hour. 

Brian Hess 
Williamsburg, VA 

Super issue. I very much appreciated the effort to revive an old, great 
game like Empire and the section of Pre-20th Strategy games, so I know 
what to hope for if they convert to an Amiga. May I suggest periodic ar- 
ticles for Hall of Earners to revive interest? I’d love to get M.U.L.E. for the 
Amiga. Finally, how about an index by game of mention/reviews in 
CGW It would t>e an enormous help for those of us who have to wait for 
ports. 

Charles Hickok 
Harrisburg, PA 

There is always a tension between covering the new products and 
providing new value for older games. Our readers seem to put a 

(Continued on page 84) 




lenge of Blockout™ 
As the 3-D blocks 
appear, flip, rotate 
and maneuver them 
into position as they fall into the playing pit. Fit 
them together to complete layers, and you'll 
steadily clear your way out. But, make one false 
move, and you’ll be buried in blocks. 

Plus, with more and more complex sets of 
blocks, faster, and faster 
action and hundreds and 
hundreds of pits, there's a 
version of Blockout for every 
player. 

To order: Visit your retailer or call Electronic 

Arts Distribution at 
1-800-245-4525 to 
charge on Visa or 
MasterCard. 

Available for IBM PCf, Tandyf 
Amiga,'" Macintosh,'" C64,'" Apple 
IIGS,'"and AtoriSt.'" 


B^K 


OUT 


The Ultimate 3-D 
Mind Teaser 


CALIFORNIA 


WAKH OUT FOR 
FALLING BLOCKS 


Be careful! You’ll be 


buried alive by the 
addictive 3-D chal- 


January 1991 
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Eye of im Beholder 


Adva^ed 

Dungeon^^ragons 



Explore AD&fD® Computer 
Fantasy Role-Playing 


Like Wever 
Before! 


IBM & AMIGA! 
ailEBOOK! 



To order: visit your retailer or call: 
1-800-245-4525. in the t.S.A. & Canada, to 
charge on VISA or MasterCard. 

To receive SSI's complete 
product catalog, send $ 1 .00 
to: .SSI. 675 Almanor Avenue. 

Suite 201. r~— 

Sunnyvale. CA 94086 / • . 


I ntroducing EyE OF THE BEHOLDER. 
volume I of the Rrst graphically 
based \D&D computer fantasy 
role-playing saga -The Leoepid Se:ries! 

Stunning 3-D graphics and explosive 
sound deliver mesmerizing face-to-face 
combat and encounters! 

Easy "point-and-click" commands 
and 3-D point of view create a "you are 
there" feeling Hirou^out your entire 
adventure. Everything you experience, 
including movement, spell-casting and 
combat, is from your point of view! 


ADfiTD computer fantasy role-playing 
has never been like this! 


"Legend has it there's a criminal 
conspiracy hiding in the Waterdeep 
sewers. Is this true? Well, if someone is 
hiding down here, we're going to find 
them... and destroy them!" 


’'S'!*;— 

■j'S:'*. ■.'■".‘i' frW. I'l; 
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STRATEGIC SIMULATIOINS, INC 




Announcing. 


Computer Gaming World's 

TCP Ad Awards 



our contest you will be eligible to win $250 and a lifetime sub- 
scription to CGW. Quickly now, read the rules and find out how 
to vote. 

As a judge in this year’s contest we welcome you to the judge’s 
table. If you require anything, your server Fred will take care of 
you. If you have not yet read the information below, please do so 
now, then return and judge this year’s ads. 

The Rules 

1. Use the Ballot Section of this month’s Reader Input Device 
card located opposite page 8, or a facsimile thereof, to cast your 
votes. 

2. In the "Full Page & Spreads" Category, vote for three dif- 
ferent full-page and/or two-page spread ads. 

3. A two-page spread ad would be an ad that appears on adjoin- 
ing and facing left- and right-hand pages and is one continuous 
advertisement. A two-page spread ad counts as a single ad for 
voting purposes. 

4. Select a First place, a second place, and a third place ad. 

5. In the "Fractional Page" Category vote for three different ads. 
These are ads which are less than a full page in size. 

6. On the ballot, list the company names and page number of 
the ads you are voting for. For example: to place a first place 
vote for Acme Company’s 1/2 page ad on page 345, write 
"Acme pg.345" on the line for 1st place in 
the fractional ad column. 

7. The criteria for evaluation are very 
simple: consider the graphics, copy, 
and overall impact of the ad. 

8. The votes will be weighted, added and 
then averaged. 

9. The reader that comes closest to pick- 
ing the Final correct order of winners will 
win $250.00 cash and a lifetime subscripx- 
tion to Computer Gaming World\ 

10. Entries must be postmarked by 
February 15, 1991. No purchase is neces- 
sary. Winners will be notified by mail. CQW 






Cruise back to the 
good ol’ days of 
rock’n roll, drive- 
ins, and racin' for 
pink slips os you rod 
around town at 90 
mph. 

But hey, first you’ll 
need o cor. Choose one of the 25 classics from o 
'32 Ford Coupe to o '63 Vette, and soup it up 
into o fire breathing Street Rod with some of the 
35 custom parts. Then, it's down to Bob's Drive-In 


A Blast From The Past 

To order: Visit your 
retailer or call Elec- 
tronics Arts Distribu- 
tion at 1-800-245-4525 
to charge on Visa or 
MasterCard. 

Available for IBM PC® Tandy® Amiga,™ 
and C64™ computer. 


where your buddies are 
waiting to see your stuff. 
Wanna drag? Out to dead 
man's curve? You’d better 
win or you'll never become 
King of the Streets. 


CALIFORNIA 


HIT THE ROAD 
DADDT-0 


January 1991 
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♦ Experience the faithful, detailed re-creation of Tolkien's 
classic work. 


Are you hero enough... 


...to ride with Gandalf, Aragorn, and the other 
Fellowship characters against the forces of the traitorous 
wizard Saruman? 

Then explore the all-new fantasy adventure game 
based onJ.R.R. Tolkien's The Lord of the Rings. 


♦ Duel one-on-one with the evil Ores and Dunlendings. 

♦ Interact with individual characters and lead the elite 
cavalry of Rohan as they battle across realistic 
3-D terrain, or let the computer 
handle the details of combat. 


igs. 
;e 


See your local retailer, or call 1-800-826-0706 to order. 


s 

£ 
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One of the Mari, 
wnf ro nirfdte taetn ro 
Hw fttt Prapiet 
o^oMKf Soufon. 

Xfotntofimd attic 

hit Mtat at fht Bctcoq 
Hifo Cdufait the IMti, 
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System Requirements; IBM PC, true IBM compatibles. DOS 2.1 or higher. 512K RAM, MCGA, VGA, EGA or Tandy graphics card. 5.25" and 3 5'' disks available. Amiga and Atari STE. Mouse optional. Ad Lib card support. 

Tlie program is published with the awperation of the Tolkien Estate and their publishers, George Allen & Unwin (Publishers) Ltd. The plot of Riders of Rohan, the charaaers of the Hobbits, and the other characters from the 
Lord of the Rings are copyright George Allen & Unwin (Publishers) Ltd 19(S6, 1974, 1979, 1981. All brand names and trademarks are the property of their respective holders. Spinnaker is a registered trademark of the Spinnaker 
Software Qirporation. C1990 Spinnaker Software corp. Circle Reader Service 1174 






Review 


The Ten-Billion-year 
Afternoon 


A First Look at Maxis Software* s SimEarth 

by Dr. Johnny L. Wilson 


Oi 


uestion: What’s an ordained Southern Baptist minister 
doing writing a review of a program that presumes that 
ivoiution is a reality? 


Answer: Gaining an appreciation for creation and providence. 
Since SimEarth models the history of a planet from a system 
perspective and does not make any judgment calls with regard 
to the existence and efficacy of God as Creator, a player/ob- 
server can make his/her own decisions about creation. This mini- 
ster finds the concept of a Creator God who painstakingly 
sculpts the world from molten mass to arid environment over the 
course of billions of years to be infinitely more interesting and 
powerful than a Creator God who might have made us on the 
spur of a moment. For those who are not offended by this per- 
ception of God, SimEarth offers a chance to make some of 
those "divine" decisions oneself and observe how they affect the 
other laws and systems that have been established. 

One of the most amazing perceptions that can be garnered in 



experimenting with a simulation like 
SimEarth is the interdependence of 
systems within the overall ecosystem 
of this planet, or indeed, any planet 
capable of sustaining life. James 
Lovelock called this the "Gaia 
Hypothesis" and this perspective un- 
derlies the SimEarth algorithms. 

Mamed after the ancient goddess, the Gaia viewpoint recognizes 
that the conditions necessary for life are all interrelated in a sus- 
tained system of dynamic feedback. 

James Lovelock offered a simple illustration of this hypothesis 
when he posited a theoretical world with only three possibilities; 
white daisies, black daisies and desert. Now, white daisies reflect 
light. Therefore, they would make the temperature cooler. Yet, 
black daisies like cooler temperatures, so they would proliferate 
in the adjusted environment. However, black daisies absorb light 
and would make the temperature warmer. Of course, once the 
temperature warms up, there is a proliferation of white 
daisies and the cycle continues. 

Whereas the example just given emphasizes the albedo ef- 
fect (ratio of reflected to absorbed light), SimEarth uses a 
manifold number of interrelationships (chemical composition 
of the atmosphere, expenditure of energy and its attendant 
chemical by-products, climate, albedo effects, continental 
drift, seismic occurrences, meteor and/or planetary collisions, 
atmospheric and oceanic circulation, and plenty more) in es- 
tablishing its model. There is even a "DaisyWorld" scenario 
based on the simple example noted above. 

Without Form and Void 

SimEarth is so complex and impressive that it seems like it 
can run itself. This curious cleric was so impressed by what 
the program can do on its own that he wondered if there was 
really a game present. In one afternoon, however, the answer 
as to whether there was a need for a guiding intelligence or 
not was clearly provided. As an experiment, SimEarth was al- 
lowed to run (without benefit of extra-program intervention) 
for ten billion years. Somewhere between five and six billion 
years, the planet developed radiates (radially symmetrical 
multicellular life forms with up to three tissue layers, but no in- 
ternal organs) and trichordates (animals with three-chord 
spines). Onfortunately, there was no further development. 
Somewhere between seven and eight billion years, the 
oceans heated up and soon, there was virtually no life of any 
kind. 

The experiment may not prove the necessity of divine 
providence for those who are skeptics, but it does prove the 
necessity of human intervention for creating a successful Sim- 
Earth environment and that means there is game (or, at 

(Continued on page 60) 


TITLE: 

SimEarth 

SYSTEM: 

Macintosh 


IBM (early 1991) 

PRICE: 

$69.95 

DESIGNER: 

Will Wright 


and Fred Haslam 

PUBLISHER: 

Maxis Software 


Moraga, CA 
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Opinion 


Scorpion's ^iczv 

Scorpia Empties the Fountain of Dreams 


Scoqiia is an experienced and 
respected adventure game expert. CGW 
is pieased to be able to provide this 
forum for her distinctive and some- 
times controversial perspective. 

P eering into the crystal ball, I see . . . 
nothing. Nothing but deep, dark, un- 
relieved black. No vision forms, the 
veils do not part. This is a bad omen . . . 

A bad omen, indeed. Every so often, a 
real oven-roaster comes along, and we 
have one on the table today. The leading 
contender for this year’s Benjamin 
Franklin National Bird Award is Fountain 
of Dreams {FOD). 

There are some who, playing into it a 
short way, might be inclined to label it 
"Dregs of Wasteland Meets Son of 
Scavengers", but that would be defaming 
Wasteland, which (despite certain flaws) 
is a good game. 

Unfortunately, Wasteland does come 
Into this, to a degree. FOD is built 
around a pseudo-Waste/and engine, in- 
corporating all the worst features of that 
game, and not much of the good. It is a 
perfect example of grasping the form, 
but not the substance, of a superior 
product, and coming up with a loser. 

As you’ve figured out already, we are 
once again in a pjost-nuke paradise. This 
time it’s Rorida, now an island courtesy 
of nuclear by-blows and an earthquake 
or two. The inhabitants of Miami live be- 
hind a massive wall to keep out whatever 
may be left of the rest of the world’s 
population. Obviously, the Miamians 
believe in the maxim "good fences make 
good neighbors". 

The plot (such as it is) centers around 
the search for the "Fountain of Dreams," 
a sup|x>sed pool of water with almost 
magical healing powers. In fact, you 
don’t really do much searching. You 
spend most of your time killing and blow- 
ing up things, until someone pretty much 
takes you by the hand and tells you 
where the fountain is. 

Your problems with the game begin at 
the very start. Some people like to make 
up a team, or use a pre-created one (if 
available), to bounce around the game a 



bit, get a feel for it, see how things work, 
then plunge into it seriously. Unfortunate- 
ly, you can’t do that with FOD. 


The first time you boot up the game, 
you have the ability to create a party of 
up to three characters. This is your only 
chance to do so. Once play begins, if 
you change your mind about who you 
have, too bad. There is no way, short of 
re-installing files, to make a new party (at 
least the manual says nothing about how 
to restart). 

If you are unhappy with your original 
team, you will have to rely on recruiting 
NPC’s instead. Some will join immedi- 
ately; others have to be bribed one way 
or another, and of course there are a few 
who will never join. The party holds a 
total of six at any one time. Once on the 
team, the Nrc’s behave (i.e., are control- 
led by you) the same as your originally- 
created characters. 

These NPC’s (and even PC’s) can be 
dropped off at various locations in the 
game to make room for others. Each of 
these dropoff points can hold three char- 
acters (although the manual doesn’t tell 
you this; you have to find out the hard 
way). 

You can return any time to these areas 
to get the character back again, except 



at the Obeah temple, where you have to 
do this when Big Daddy is in. 

All characters come with stats and 
skills, which can be improved over time 
as level increases. Each new level gain 
provides points, usually two, that can be 
put into mental or physical attributes. 
Skills can only be increased as they are 
used in the game. 

1 recommend stuffing the points into 
Dexterity, until it’s up to around 25 or so. 
This is necessary because the Clowns 
are extremely fast and can blow your 
party away before you get a chance to 
do anything. Even with better sp>eed, you 
will find them difficult to kill, but more 
about this anon. 

You arrive in Miami to find it is not a 
happy place. Bahia Mafia gunmnners, 
Obeah voodoo worshippers. Beach- 
comber muggers, and DeSoto rum-smug- 
glers have turned it into a less-than- 
salubrious environment. The various 
mutated critters running around don’t 
help any, either. Nor do the Killer Clowns 
that roam the wilderness outside the city. 

Before you can get on with locating the 
fountain, you have to fix up everyone’s 
problems. Essentially, that means putting 
the Mafia and DeSotos out of business, 
patching up the feud between the 
Obeahs and the Beachcombers, and 
spreading death and destruction among 
the Killer Clowns when you rescue 
Cramps’ wife from them. 

When you finally reach the pool, the 
game ends quickly with a picture of a 
fountain of clear water and text remark- 
ing on how wonderful everything is going 
to be now that the pure water will be 
available to all. End of game. 

Throughout, you will be aggravated by 
the infamous auto-save "feature" that was 
universally decried In Wasteland. Each 
time you enter a new location, the game 
is saved at that point, whether you want 
it to be or not. This can cause some 
nasty problems at times. 

For instance, if you step onto Imelda’s 
bed in the DeSoto estate, everyone in the 
party falls asleep. They wake up in 

(Continued on page 67) 
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NEW PRODUCTS 
ARRIVING DAILY! 



m , 

A-10 Awngar 3: 

AlOTankKIter 3 

AH^4 Hellooptor 3 

Accuweather 5 

AIrStrikaUSA 2 

ARered Destiny 3 

Amazing SpUerman 2 

Andenl 61^ 2 

Arcade Action Pak 2 

Armada .. 3 

Armor Aley 2 

BAT 3 

Bed Blood 3 

Balance of the Planet 3 

Bane of the Cosmic Forge 3 

Bannermania 2 

Baide Tale 3 3 

Battle Chess 1 or 2 ea 3 

Battle Command .. 3 

Battle Hawks 1942 2 

BaMetech II 3 

BIUTecTs Excel Adv 2 

BIlytheKId 2 

Black Gold 3 

Blood Relallons 3 

BkjeMax 3 

Buck Rogers 3 

Budokan. 3 

Cardinal of the Kremlin 3 

Carmen SanOlego/Each 3 

Carmen World Deluxe 4 

Centurion 3 

Champions of Krym 3 

Chessmaster 2100 3 

CkcuR’sEdge 3 

Clue 2 

CotoneFs Bequest 3 

Codenamerloeman 3 

Command HQ 3 

Conquest of Camelot 3 

Countdown 3 

CoMit Action 3 

Crackdown 2 

Crimawaw 3 

CuWAzure Bonds 3 

Dark Heart Uukrul 3 

DarkBpyre 3 

Das Boot Butxnarine 3 

Day of the Pharaoh 2 

Days of Thunder . 3 

DeliM Pahit Animation 8 

Deluxe Paint 2 Enh 8 

Destination Mars . 3 

Dick Tracey 3 

DRAGON Force 3 

Dragon Lord 3 

Dragon Gtrhe 3 

Elvira Mistress of the Darkness 3 

Escape from Hal 3 

Eyeof IheDeholdar 3 

F-14 Tomcat 3 

F-15 II Strike Eagle II 3 

F-20ReUllalor.... 3 

Faces 2 

Falcon 3.0 3 

Famly Xword Puzzles 4- 2 

Federation 3 

HraHawk.^... 2 

Fli(^ of Intruder. 3 

HIghI Simulator 4.0 3 

RnalOrbIt 2 

Freakin' Funky Fuzzbal 2 

Fountain of Dreams 3 

Galactic Wars 2 

Galleom of Gloiy 2 

Games People Play 3 

Genghis Kahn 3 

GbVCribbsge Nng 1 

Global Dilemma 3 

So For The Gold 1 


•— Joysticks-PC 

MACH 3 Joystick $29 

MAXX Flight Yoke $75 

MAXX Pedal - NEW $45 

Flight Stick w/Falcon $47 

HI Speed Adaptor CALL 

Gamecard 3 Auto $30 

Gamecard 3-PS/2 $49 

Mic8-PC 

MS SarlaU paint $99 

MS Bua. w/Palnt $99 

MS Windows 3.0 $145 

Logttsch Ssr.9 Bus/no pt $79 

LogRsch Ssr.9 Ssr/no pt $69 

Logitsch Ssr 9. Ssr. w/Wln..$135 
Dsxxa Dsl. Ssr/no paint $29 


eoktsnAxs 

etsi Boat 
Sunship . 

Harlem Stobeirottors 

Harmony 

Harpoon 

Battleset 1 or 2 ea 

Heart of China 

Hero's Quest 

Highway Patrol II 

Hockey League SIm 

Hoyles Book of Games 1 or2 ... 

Imperium 

Indiana Jonee-Action 

Indiana Jorws-Graphic 

Indlanapolb 500 . 

Iron Lord 

Ishkto 

It Came from the Desert 

Jack NIchotaus .... 

Crses-89 or Vol 2 ea 

J. Nteholaus Unlimited Golf 

Joe Montana Footbal 

Jones' In the Fast Lane 

Katie’s Farm 

King's Bounty 

King's Quest 1 enhanced 

King’s Quest 1 ,2 or 3 ea 

King's Quest 4 .... 

King's Quest S .... 

King's Quest 5 enhanced 

KnIgMs of Legend 
Knights of the Sky 
Lakers vs. Celtics 

Land Air 8sa Compilation 

Legend of Faerghal 

Leburs Suit Larry 1 

Labure Suit Larry 2 or 3 

Lexa Cross 

LHX Attack Chopper 

Life and Death 1 or II 

Unks 

Ughtspeed 
Loom .... 

Loopz .... 

Lord of the Rings 

Lost Patrol 

Ml Tank Pbtoon 

Maddem Football 

Manhunter NY or 8F 

McGee ... 

Mean Streets 

Mech Warrior 

Megafortress 

Mega Trawiter 1 

Midwinter 

Monopoly 

Mothw Goose enhanced 

Natbns at War 

New Print Shop 

Sampbr 

School, Business or Party ea . 

New Print Shop Companion 

Night Breed 

Night Hunter 
Night Shm 

Nobunga s AmbHton 1 or 2 

Nuclear War 
OlsWelb 
PGA Golf Tow 

Pbtlonary 

Polloe Quest 1 

Police Quest 11 ... 

Poob of Radhnce 

PopubUB 

Povrer Drift 

Prkice of Persb 

Prhl Master 4-4- 

Pro Tennb Tow 

Pwwibher 

Puzzle Gallery II 

Puzmfc 


PRINTERS- 


PANASONIC 

KX-P1124 $279 

KX-P1180 $155 

KX-P 1624 $329 

STAR 

NX-1001 Multifont ....$145 

NX-1020 Rainbow $185 

NX-1500 $289 

NX-2410 $239 

NX-2415 $385 

NX-2420 $289 

NX-2420 Rainbow ....$319 

XB-2410 $409 


QueetforGbry II 36.95 

Quesimaster .. 25.95 

Railroad Tycoon 36.95 

Fled Baron 36.95 

Red Storm Rising 34.95 

Renegade Legion Interceptor ... 37.95 

Rbe of the Dragon 36.95 

Rbk 25.95 

Robocop II 30.95 

Ftomarx^ Kingdom 42.^ 

Sande of Fire .. 29.95 

Savage Empire 36.K 

Scrabbta 25.95 

Search for the King 36.K 

Second Front . 37.95 

Secret/Montoy Island 37.95 

Secret/Sliver Blades 31 .95 

Secret Weapons/ Luftwaffe 37.95 

Shanghlll 30.95 

SlentServbell 37.95 

SknCIty 30.95 

Terrlan Editor 14.95 

GrapMcSetl or2ea .....22.95 

Space 1889 30.95 

Space 0uestt8i2 ea.............. 30.95 

Space Quest 3 or 4 ea 36.95 

Spelbastlng 101 36.95 

Spirl of ExcaRbur 30.16 

Spot . 24.95 

Star Control 30.95 

Star Fleet II 37.95 

Star Saga I or II 31 .95 

Starfllght II 31.95 

8tolai7 21.95 

Sbrm Across Europe 37.95 

Sbrmovic 31.95 

Stratego 30.95 

Strike Aces 30.95 

Strip Poker 2 ^.95 

Stunt Driver 28.95 

Stunt Track Racer 22.95 

Stunts 30.95 

Svrord of Samurai 34.95 

Tank. 34.95 

TeenMut. NInfaTwtbs 25.95 

Termls Cup 30.95 

Test Drive tt/The Duel 30.95 

Data Disk each 15.95 

Test Drive 3m» Paskm 36.95 

Tetris 21.95 

Th^r Rnest How 37.95 

Thexder 21.95 

Third Cowier.. 31.95 

Treasure Trap 24.95 

Trivial Pursul 25.95 

TunneisandTrolb 31.95 

Turmeb of Armagedon 25.95 

TV Sports Basebal 31 .95 

TV Sports Basketbal 31.95 

TV Sports Football 31.95 

UkImaV 38.95 

Ultima VI 41.95 

Unhnrsal MRItary Simulator II .36.95 

Untouchables 25.K 

USAItas 37.95 

Warof die Lance 31.95 

Wayne Gretzky II 34.95 

Weird Dreams 25.95 

Weltrb 21.95 

Where TIttw Stood SHU 24.95 

Wild Streets.. 28.95 

Wlndwalkar ... 24.95 

Wing Commander 41 .95 

Wings of Fwy 24.95 

WIngbader.... 37.95 

Wizardry Trilogy 31.95 

WofPak 34.95 

Wondertand .. 30.95 

World Allas 37.95 

WM Class Lead Bd. w/Real Snd 33.95 

XMenli 24.95 

Zelard 21.95 


CITIZEN 

120D $139 

180D $159 

200 GX $169 

GSX140 $289 


BROTHER 

M-1809 

$329 

M-1824L 

$389 

M-1909 $419 

M-1924L $499 

HL-8e Laser $1269 

AMIGA 


688 Attack Sub 

31.95 

AlOTankKIler 

30.95 

Air Strike USA 

25.95 

Ahtowne Ftanger 

28.95 

Al Dogs Go To Heawn 

30.95 


36.95 

Amazing ^Herman 

24.95 

Anarchy 

24.95 

Arachnaphobta 

28.95 

Arca(fe Actbn Fewr Pak .... 

25.95 

BAT 

31.95 

Back To the Future II 

31.95 

Band! Kbgs/Ancbnt China 

36.95 

Bane of the Cosmic Forge .. 

36.95 


28.95 

Barney Bear each 

21.95 

Barney Bear Meets Santa Claus . 21 .95 

Batman the Movb 

28.95 

Batfle Chess 

28.95 

Batfle Command 

31.95 

Batfle Hawks 1942 

20.95 

Batfle Squadron 

24.95 


19.95 

BIlytheKkl 

25.95 

BbckGold .. 

24.95 


30.95 

Bbdes of Steel 

28.95 

Bbod Retaflons 

31.95 


31.95 


25.95 


31.95 


25.95 

Cardinal of the Kremlin 

30.95 

Carmen San Diego/Each .... 

30.95 

Chamber/Scl-Mutant Priestess .. 30.95 

Champbns of Krynn 

31.95 

Chaos, Dungeon Master 2 . 

24.95 

Check Male 

34.95 

Chessmaster 2100 

31.95 

Chuck Yaeger AFT 2.0 

25.95 

Clue 

24.95 

Crxbname: Iceman 

38.95 

Cotoners Bequest 

36.95 

Conquest of Camsiot 

36.95 

Crackdown . 

31.95 

Crbbage Kh^Gb King 

25.95 

Cwse/Azure Bonds 

31.95 


30.95 


28.95 


23.95 

Das Boot Submarine 

31.95 


30.95 


31.95 


30.95 

Dbo Wars .. 

24.95 

Doubb Dribbb 

19.95 

Dragon Force 

31.95 


33.95 


43.95 


31.95 


31.95 


36.95 

Dungeon Master 

24.95 

East vs West Berib 

24.95 


36.95 


31.95 

Escap^Ftobol Monster 

25.95 

F-1 9 Stealth Fighter 

36.95 


31.95 


24.95 


31.95 


31.95 


28.95 

Right of ihelntruder 

34.95 

Right Simulator II 

30.95 


25 .K 

Future Ctassbs 

30.95 


30.95 


36.95 

Gbbubus 

23.95 


— JOYSTICKS -AMIGA- 

Wlco Ergo Stick $18 

Gravis Mouse Stick ...$65 

— MICE -AMIGA 

Golden Image 

Opto-Mechanical $39 

Fully Optical $59 


Supra Modem 

PC/AmIga 500/2000 



IF YOU DON'T 
SEE IT CALL! 


Master 3A 

External Disk 
Drive for the 
Amiga 

S85 


Golden Axe 

.. 31.95 


..30.95 


34.95 

Hardball II 

30.95 

Harley Davidson 

31.95 

Harmony . 

28.95 


37.95 

Battbsel 2 or 3 

20.95 

Heart of Chba 

36.95 


28.95 


36.95 


26.95 


..31.95 

Hockey League Sim 

21.95 

Holyes Book of Games 

21.95 

Hunt tor Fled October 

20.95 


31.95 


25.95 

Indbna Jones-Giaphb 

20.95 


31.95 

IsMdo 

34.95 

It Came from the Desert 

31.95 

Jack NIcMaus Golf 

30.95 

Course #31990.. 

15.95 

Jack Nbkbus Unlimited 6ol ... 

36.95 

Jones In the Fast Lane 

24.94 


24.95 

Keys To Maramonte 

30.95 

KRIng Game Show 

28.95 

King’s Quest 1,2, or 3 

30.95 


38.95 


36.95 

Kbx' 

25.95 


26.95 

Land, Air, Sea CompI 

36.95 

Legend of FaerghaR 

23.95 

LebweSult Larry .. 

24.95 

Lebwe Sutt Larry 2 or 3 

36.95 


31.95 


... 37.95 


J1.95 


...31.95 

M-1 Tank Platoon 

... 36.95 


...25.95 

Magb Johnson 1 Meg 

...31.95 

Manhunter Ny or 8F 

...30.95 

Math Blaster Plus 

...30.95 


24.95 


...24.95 

MIcroace Black Jack 

30.95 

Microleague Football 

24.95 

Mbroleague Wrestling 

24.95 


24.95 

Might and Magb II 

37.95 

Monday NIgM Football 

30.95 


24.95 

Myth ! 

31.95 


37.95 


28.95 

New York Warriors 1 Meg 

30.95 

Night Breed 

...31.95 


28.95 


23.95 

Night Shift 

25.95 


...2S.95 

Nobunga's Ambiibn 

...36.95 

Nuclear War 

...30.95 


...36.95 


30.95 

Operation Combat 

30.95 

Operation Hre Fighter 

19.95 


37.95 


24.95 


28.95 


24.95 


30.95 

Polbe Quest 11 

38.95 


Poob of Radiance .. 
Popubus 

Powermonger 

Prince of Perab 

Pro Tennb Tow 



..25.95 

Puffy's Saga 

25.95 


31.95 

Puzzb Story Book 

..25.95 


-42.95 

Quarter Back Tools 

52.95 

Raw Copy 

34.95 


.36.95 

Red Storm Rising . 

34.95 

Rbe of the Dragon 

36.95 


24.95 



Rocket Ranger/3 Stooges 

31.95 

Romance of 3 Kingdoms 

42.95 


31.95 


24.95 

Search for the King 

36.95 

Second Front 

31.95 

Sex Vixens-Outer Space 

22.95 


30.95 

Shartow of the Beast 

30.95 

Shadow of the Beast II 

36.95 


24.95 


30.95 

Terrlan Editor 

14.95 


36.95 


34.95 


30.95 


36.95 

Spelbound 

24.95 

Spirt of ExcaRbur 

30.95 


24.95 


31.95 

Storm Across Europe 

37.95 

Stunt Track Ftacer 

24.95 


30.95 


30.95 


24.95 

Superbike Simulator 

31.95 

T.V. Sports Basketball 

31.95 

T.V. Sports FootbaR 

31.95 

Teenage Mutant Mnla Turtles . 

28.95 


..24.95 


.. 20.95 


28.95 


XI.95 


15.95 


CALL 


17.95 

Third Cowier 

10.95 


21.95 

Time Machine 

.. 14.95 


..24.95 

Trial By Rre 

36.95 

Tunneb of Armageddon 

25.95 


31.95 


24.95 


36.» 


-31.95 


31.95 


25.95 


30.95 

VWng CMW 

23.95 

War of the Lance 

25.95 


31.95 


37.95 

Wayne Gretzl^ Hockey 

30.95 

Weird Dreams 

24.95 


21.95 


28.95 

Wiliam THl 

25.95 

Wind WaR»r 

25.95 


31.95 

Wings of Fury 

.. 24.95 

Wol Pak 

28.95 


Wondertand 

World Cbss Leadsrboard .. 
Wrattiof the Demon 

Xenomorph 

XIphoa 

Yeager's Adv. Train 2.0 

Zostrope 


ORDERING INFO: Spedly lystsm. for fast dsfivefy send eashbr'schsck or money order. Pereonal&companyohecksaitowlAbuelneeedaystoclear. School POs w^come. COD charges are $4. In continental USA hdude $4 for eoftwars orders, 5% shipping for 
hardware, nttnlmum t5. Master Card & Vba orders please Include card # & exp. data 8i slgnaturs. Wl reskbnls phase add 5% sales bx HIJkK. FPO, APO, Puerto Rloo & Canadian orders, plaase addSY* shippina mbimum $6. All other orders add 15% shipping, 
mla 115. AH oidsri shipped outskfo the contlrantal USA are shipped first cbss Inswed mil. vrtwre aviltabb. If foreign sMppIng charges exceed the minimum amount, you wll be chaiged the addttlonal amourt. All goods are new & Include factory warrartty. We 
(to not guarantee conpatlblUy A version #b. Due to ow low prfces, al sabs are fbil Al defective returns must have a return airthortzation #, Cal (414) 357-8181 to oblab an RA A or your retwn wll not be accepted. Prbes and avaltabllly subfect to change 
without notice. SMppIng A handily are nonrefundabta. We ship the tabs! versions avaibble lo m. updalos nwisl be liancHcd by crxl iiwr flTccliy wlHi l|g nanufactuter. Not responsible for typographical errora 
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Industry News 


The Rumor Bag 


by John Fiorello 

T he Big Apple— At last, I’d made the 
big time. My editors were here to at- 
tend some multi-media conference, 
but I was simply here to pad the old travel 
and entertainment budget, while gamering 
a few juicy rumors. The airline dumped us 
off in the old Pan Am terminal at JFK Air- 
port and we were swept along with the 
human current toward the baggage claim 
like a bunch of lemmings. In fact, a 
software distributor up ahead of me even 
said so: "You know, I haven’t felt so much 
like a lemming since I played an early ver- 
sion of Psygnosis’ Lemmings over in Liver- 
pool." I found out as we waited for our lug- 
gage that Lemmings is expected to debut 
on the Amiga and IBM, but the company is 
so sure that it’s a unique concept in arcade- 
style games that there will probably be 
either a Sega or TurboGrafx-16 version 
before the end of next year. 

His eyebrows raised as I mentioned the 
possible Sega conversion. "It’s not un- 
usual," I muttered defensively, "New World 
Computing is planning on doing a Sega 
conversion of Fairy Tale Adventure, the 
classic Microillusions title. Since you’ve 
got an Amiga, though, the best news is that 
David Joyner is designing a Fairy Tale Ad- 
venture II for New World. It’s due out on 
the Amiga first, followed by the IBM." 

The walls at the baggage claim couldn’t 
have been any more discolored if they had 
been located in the hallways of an inner 
city high school. I wandered into the rest 
room and read graffiti disguised as political 
diatribe on the wall. A fellow had scribbled, 
"Armageddon is now!" using red and black 
magic marker in that inimitable subway cal- 
ligraphy. It reminded me that Psygnosis is 
nearing completion on Armorgeddon, a 
fast-moving three<limensional tank game 
using vector graphics. 

I grabbed my bags and walked to the sign 
which explained how to catch shuttle buses 

JOXMXS 
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into Manhattan. I read the 
information on the JFK 
Express and went out to 
meet the bus. I stood at 
the curb waiting for the 
bus and started talking to 
the gentleman standing 
next to me. When I had ex- 
plained why I wear the 
bag over my head, he told 
me about the last airport 
bus he had ridden. He 
said he thought the driver 
was trying to play "chick- 
en" with the bus. Just like 
in the movie. Red Heat. 

"By the way," he asked, 

"any chance of a Red 
Heat computer game?" 

I told him that I was unaware of one, but 
pointed out that CInemaware is working 
on a modem action "buddy" adventure 
similar to Lethal Weapon. He could watch 
for that about the middle of next year. He 
took it philosophically, though, stating, "At 
least. I’ll have Secret Weapons of the 
Luftwaffe to keep me occupied until it 
comes out." 

Since the long-term parking shuttle he 
was waiting for was just arriving, I barely 
had time to offer the bad news, "Oh, sorry, 
but Secret Weapons of the Luftwaffe won’t 
be out until the first quarter of 1991. It 
seems that the mission builder was not all 
that Larry Holland wanted it to be." As he 
stepped onto the bus with enough New 
York street language to shock a 747 full of 
nuns, I did manage to offer the good news, 
"Lucasfilm is putting out two samplers 
($3.99 each). One will have portions of 
both Secret Weapons of the Luftwaffe and 
Their Finest Hour and the other with por- 
tions of Loom, Indiana Jones & The 
Quest for the Holy Grail, and The Secret 
of Monkey Island. That way, you can get 
some experience with the games before 
you have to shell out all the dough." 

The parking shuttle pulled ouL leaving 
only myself and an airport regular in a 
greasy stocking cap and worn-out jacket, 
holding a bottle of indubitably "excellent" 
vintage complete with label carefully hidden 
from less discriminating consumers by 
means of a recycled paper bag, walked up 
to me. "So," he breathed the delicate bou- 
quet of California’s Central Valley into my 
face, "what bus are you waiting for?" 

"The JFK Express," I answered confident- 
ly. He started laughing. 

"That bus hasn’t run for two years," he 
said. He had no sooner spoken than 
another shuttle pulled past us. I ran to 
catch it and just as I pulled even with the 
front door, the driver looked at me and 
pulled away. He was as illusive as a final 
version of ’Three-Sixty’s MegaFortress. 
Originally scheduled for Christmas, it’s 
being held until March of 1991, just to 
make sure it is done right. "Welcome to 
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New York!" yelled the airport 
regular. "Sure hope you know 
more about computer games 
than you do about airports!" 
"Personally," he continued 
with unsolicited abandon, "I 
get all my games from 
Europe. Qot one called Air 
Strike U.S.A. on order now." I 
expressed disbelief that some- 
one in his position could pos- 
sibly be aware of a video- 
game-style flight combat 
simulator that CInemaware 
plans to import for its Spot- 
light Software line. He 
responded, "So, who do you 
think you are? Mr Know-It-All? 
I read about the CD-ROM ver- 
sion of Harpoon in your 
column. You forgot to men- 
tion that it’s supposed to 
come out on CDTV, too." 


A bus bound for Atlantic City went by on 
the main loop as I struggled to regain my 
composure. "Okay," I said, "here’s a f)os- 
sible deal that hasn’t even been signed yet." 
An ego is a terrible thing to waste and no 
street person was going to best me in a ver- 
bal duel. "1 understand a deal is in progress 
where Villa Crespo Software would cre- 
ate a brand new product that would in- 
tegrate the best elements of their classic 
Amarillo Slim's Real Poker and a program 
called Vegas Johnny’s Dealer's Choice 
that our reviewer said was the best poker 
program out there. Now, instead of just 
having a challenging version of five card 
stud, you’ll have a choice of eight different 
kinds of poker and tons of variants." 

He wasn’t impressed. "If I want mental 
games," he scoffed, "I’d go watch Karpov 
and Kasparov at the Hotel Macklowe. I’m 
an action kind of guy. Why don’t you tell 
those software companies to make more 
wargames?" 

Ah, I had him there. I watched my bus 
pull up to the curb and handed my bags to 
the driver. I turned triumphantly and said, 
"For your information, Chris Crawford hap- 
pens to be working on a Battle of the 
Bulge game as his very next product." I 
entered the bus and waved adieu to the resi- 
dent airport conoisseur. 

"Chris Crawford?" asked the bus driver. 
"Isn’t he the guy with the blue tunic that I 
just took to the Marriott?" When I told the 
driver he was, the driver told me he didn’t 
play computer games because they were 
too complicated. "When I want to relax," he 
said, "I watch boxing on the tube." 

I couldn’t resist. I simply had to tell him 
that CInemaware plans to unveil TV 
Sports: Boxing in the Fall of 1991. "It’s su[> 
posed to have a three-dimensional perspec- 
tive of the ring and should be to boxing 
what their football game was to the 
gridiron." 

By this time, the bus was leaving the con- 
fines of the airport proper and I watched 
the freeway ahead with great exjjectation. 
The Big Apple— In spite of my inauspicious 
introduction, I just couldn’t wait. (To Be 
Continued) CGW 
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World Wur I Pilot 


It t>oes without saying that a ^ood llight * 
simulator recreates, in perfect detail, t^c ^ 
elements that make an aircraft what it is 
— elements such as nij>ht characteristic^ 
weaponry, and the ability to sustain 
damage. I'o do less would be an alTront t 
simulation purists everywhere. 

Huron takes the experience one step 
further by recreating not only the obvious 
details, but Wxa flavor of the time. The 
humanity, the romance, the emotion that 
once filled the hearts of " those dariiif^ 
yoinift men in their Jh’iny ntuehirtes." It takes 
you backward in time to an age when 
aviation was in its infancy, and young 
pilots such as Plddie Kickenbacker, Hilly 
Hishop and Manfred von Kiebthofen look 
to the air and invented the skills that 
would keep them alive. A time when 
lighter pilots of all nations formed a 
brotherhood that transcended allegiance. 
These men were the last true heroes — the 
legendary Aces. 

Red Huron is more than a good IlighI 
simulator. It's an opportunity for you to 
discover what it was really like to be a 
fighting Ace in the war that launched 
aerial combat — World War I. 
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-'part of the sierra family 

(^i) is a rfjfjistorod trndBfiifirk of Dynnmix ‘ 1 990 Siftrra On I ino, Inc, 
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Order Red Baron From Your Local Software Dealer, Or Call The Sierra Sales Department Toll Free At 

(800) 326-6654. Outside The U.S., Call (209) 683-4468. 



"He Ain't 
Nothing 
But a 

Com Dog." 
Can a man 
who wears 
poiyester 
slacks 
and "Alf " 
pajamas 
impress the 
stunning 
Stella Hart’ 



"Heartbroke Motel’" Help Les Maniey solve 
engaging puzzles. See genuine felt paintings. 
Animation so real your hips will gyrate. 






'I Can't I 
He/p Ri/ling [ 
/n Holes | 
For You." I 
Hot music 
Hoc colfjrs. 
Hot dang. 
Search for 
The King 
recognizes 1 
oi'cr /.500 
u'orjs. 




Hold 


to your 

Accolade 
is about to redefine the world of 
animated graphic adventures 
with two phenomenal 
new games. 

First, meet a hero who 
finds his clothes 
at K'Mart and 
his dates at 
Radio Shack. 

Search for The 
King™ places 
you on the 
of Les Manley as 
he rocks ’n rolls 
across America in 


search of beautiful 
babes, big bucks and the 
greatest entertainer 
of all time. . .The King. 
Then join RJ. Barrett on a 
fantastic voyage through time 
and space in Altered Destiny.™ 



"I IVanf a Hunk Of Bumin' I-i-s Just one of 
the beautiful babes our hero Les Manley 
could stumble upon. Got any cocoa butter.’ 



"Lift Me Tender." Want more.’ Get Les. Over 
70 bit mapped screens make Search for The 
King one heavy animated graphic adventure. 


Actual game screens from IBM PC/MCGA 
All trademarks and registered trademarks 





One minute you're a guy eatmg nucho- 
'.avored popcorn. The next, you’rt? sucked 
rough your TV into a fantastic alien world. 



Welcome, fellow traveler, to the Canyons 
of Fear. Put away the reality you’ve known. 
You u/on't be needing it on this trip. 




. . products 
which will push 
the envelope of 
adventure gaming.' 

-Computer 
Gaming World 


Enter a marvelous universe team- 
ing with wraiths, fluboxes and 
exotic creatures and landscapes. 
There’s a deep mystery here — 
and only you can help P.J. solve it. 

Fresh. Surprising. Shocking. 
Always entertaining. If you’re 




The best in entertainment software.™ 
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Following Scenes 
□hie Material. 


looking for high 
adventure, 
Accolade has two 
graphic examples. 
How to order: 
Visit your favorite retailer or call 

1 - 800 - 245 - 7744 . 



Meet Alnar the Metal Shaper. Altered 
Destiny iurrounds you with unimagined 
lifeforms. U\ like no game you've ever seen. 


trsion of the game. Other versions may vary, 
•e property of their respective owners, 


Altered 
De.stiny 
was teritfen 
and 

designed 
by Mtc'/uiel 
Berlyn, 
creator of 
Infidel ™ 
and 

'Suspended.’” 
Author of 
"The 
Eternal 
Enemy." 



Discover 
the Boiling 
Pit.s. 
Altered 
Destiny 
immerses 
you in a 
realm of 
incredible 
landscapes. 
This 

definitely 

isn't 

Kansas. 
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ACES OF THE GREAT WAR 


t-mm 




WWI Air Combat Simulation Jiv; 

' ake control of one of eight classic WWI fighters 
_ and find out how good you really are. Fly with 
the best— Richthofen, Fonck, Mannock, Ricken- 
bacher— and learn their tricks and techniques, 

• Action dogfight, solo, and team missions for one or two ployers 
using a single computer with any combination of keyboard, 
joystick, or mouse. 

• Strategy Dogfight: For the skilled purist, Blue Max nets like a 
highly-intelligent strategic board gome, allowing you ond your 
opponent to work out detoiled battle sequences ond play back 
the moves in "realtime" 3D. 

• 8 airplanes to choose from, eoch with its own highly-detailed 
flying choracteristics. 

• Perform missions with, os, or against the Aces of the Great War. 

• Dozens of historical missions oround 4 different locutions within 
France. 


rr. . 

1 iVC" ' 

1 mm 



•VGA 256 ■■ 

3D COLOR GRAPHICS, 2 

’ !> • ORIGINAL MUSIC, ^ ? 

* SOUND EFFECTS FOR GAME ^ ^ 

BUSTER, ADLIB 
sveTHESizn 
fPrf CAtDS 




How about 300 pounds^er squat- 
inch of pressure? Take a deep 
breath. captaio:..;’^-’^i^'%- 


GERMAN U-BOAT SIMULATION 


• inter, 1941. The icywatens ofthe North Atlan- 
■. j ■ tic. The deeper you dive, the greater the pres- 
sure. Depth charges expkxle around you, banging on 
the hull of your U-boat like iron fists. Nerv'e and 
cunning make you the terror of the Allied convoys. 


VGA penscope 
view of enemx 






: Qoi* F> 


3D submarine warfare: For the first time, a sub warfare game lets 
you deal with threats below arte/ above the surface in a true three 
dimensional environment. 


• Real communications: Use the German Enigmo coding machine to 
send and receive information. 


• Many missions to choose from— into the North Atlantic and Arctic, 
inland olong the const of Norway, into the Boy of Biscay, and 
through the Straits of Gibraltar. 

• 3 different levels of difficulty, from beginner to realistic. 

• 3D graphics in 256 VGA colors, with multiple internal onr/externol 
camera views in a complete 3D world. 


Circle Reader Service #76 






Review 


Only the Oracle Knows... 

A Review of Accolade* s Ishido 

by Caitlin Ackelson and Alan Emrich 


w w what do a bag of stones, the / Ching and Carl Jung all 
have in common? The answer lies within Accolade’s 
W W new strategy game, Ishido. This unusual computer 
gaming package takes the basic premise of most solitaire games 
(to beat "Sol" or to set a new high score) and adds a dimension 
of fortune-telling to it. Therefore, an alternate goal of this classic 
solitaire-style game is to have one’s fortune revealed by the 
oracle of the computer (and, yes, one can see clearer with a 
VGA crystal ball). Ishido is a remarkably complete entertainment 
resource, with some pleasant surprises in the box which offer 
more than just an absorbing strategy game. 



Stick With Stones 

It is not surprising that Ishido 
has many of the subtle nuances 
of Activision’s 
Shanghai and 
Shanghai II: 

Dragon’s Eye. 

Of course, this is 
not surprising, 
since Brodie 
Lockard (desig- 
ner/programmer 
of the Shanghai 
products) 
rendered the 
graphic artwork 
on Ishido. In 
Ishido, however, 
the actual play is 
"reversed" from 
the way it works 
in the Shanghai games. Rather than removing pieces from a 
pile (as in the Shanghai games), the player places "stone" tiles 
on an 8-by- 12-square grid board in an attempt to order and 
codify the aesthetics of their placement. In other words, each 
stone tile must be placed adjacent to one that was previously 
played (six randomly selected "stones" are placed by the com- 
puter at the start of the game). In order to place the "stone," it 
must match color and/or symbol, according to some simple 
rules based on the tiles adjacent to the "stone" the player is at- 
tempting to place. For the true game enthusiast, Ishido calls 
upon the elements of strategy, patience, chance and intuition. 


TITLE: 

Ishido 

SYSTEM: 

IBM, Amiga and Macintosh 

PRICE: 

$54.95 

DESIGNER: 

Michael Feinberg 

PUBLISHER: 

Accolade 


San Jose, CA 95128 


Points are scored in the Modern (most played) version of the 
game by creating 2-way, 3-way and 4-way matches in order to 
score the highest number of points. Conversely, in the Ancient 
way of playing, the player "wins" when he or she places all of the 
stone tiles on the board, so that the higher the number of 
matches achieved, the more highly skilled the player rates. In a 



way, this shows the modern goal of "greed" (as represented by 
scoring a high point value) juxtaposed against the ancient values 
of meditative concentration and "quality" of play (as represented 
by the skill required to place all of the stones). 

Cheating, Anyone? 

Ishido offers several different options of play, including 
solitaire, cooperative, challenge and tournament, with each op>- 
tion available In its Modern or Ancient version. In the solitaire 
mode, the contestant may choose to accept assistance from the 
computer in the form of foreknowledge of the order in which the 
stones will appear or in demonstration of possible plays (i.e., the 
old "show moves" feature). Ishido is similar to solitaire in the 
sense that it provides the player with an ever-enticing opportunity 
to cheat when desired. 

The cooperative mode provides the chance for two players to 
take turns placing stones for the highest possible team score. To 
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SERIOUS NEW WARGAMES 
FROMSIMCAN, OF COURSE 

MAIN BATTLE TANK: NORTH GERMANY, Modem 
Tactical Armoured Combat. It Is 1100 hours on 
November 11th, 1996. The Area is the ttorth German 
Plain, an Invasion corridor In and out of Western Europe 
for all of recorded history. And It Is happening again. You 
are the commander of a mixed structure reinforced 
battalion. You have trained for this moment for years, 
hoping all the while It would never happen. The opening 
up of Eastern Europe had looked pronuslng for long term 
peace, but with the resurgence of a unified Germany... 

MAIN BATTLE TANK: NORTH GERMANY is a high 
speed, command oriented, viewpoint style study of tne 
first cirrshes of a Third World War In Europe. Your main 
maneuver elements are companies and various special 
purpose platoons. A special option allows for Germany to be 

g laved as a NATO member or a belligerent neutral. 7 pre- 
ullt scenarios altow the players to get Immediately Into the 
game, but the heart of the simulation Is a build- you r-own 
routine that .allows you to create scenarios simulating 
Innumerable actions between British, West German, and 
Soviet battalion and re^ment/brlgade sized forces. Design 
and development by S. Newberg S S. St. John. Amiga, 
Atari ST, or IBMPC. 


FLEET MED, Tactical Naval Combat In The 
Mediterranean, 1939-1943. La Regia Marina weis only 
partly prepared for the outbreak of World War Two. But 
d Duce had far ranging ambitions, and an incomplete naval 
construction program would not stand In his way. The 
task for the Italian navy did not seem all that difficult: 
Establish control over the central basin and convoy suppli^ 
from Italy to North Africa. The British had pushed the 
French fleet out of the picture, and they were based at 
opposite ends of the great Inland sea. But reality at sea Is 
sddom as simple as It may seem In Rome. And the Royd 
Navy vias not about to concede... 

FLEET MED Is the Mediterranean Sea entry for 
our highly reailstlc, viewpoint oriented, grand tactlcd 
simulation series Indudlng LONG LANCE, IN HARM’S 
WAY, and KRIEGSMARINE. Using the same basic system 
we have modiflei^ the game to reflect the differing aspects 
of the opponents In the Mediterranean theatre In areas of 
tactics and doctrine, as well as the shift to restricted shallow 
water basins with heavy air cover. 8 new scenarios are 
provided as well as a detailed "build your own" system 
covering the navies of Italy, Britain, France, and the U.S. 
Design By J. Baker 6 development by S. Newberg. Amiga, 
Atari ST, or IBMPC. 


OTHER SIMCAN COMPUTER GAMES: 

BT: BARBAROSSA TO STALINGRAD, Tactical Combat 
MALTA STORM, The Battle For The Central Mediterranean 
MBT: CENTRAL GERMANY, Modern Tectlcal Combat 
KRIEGSMAWNE, Tactical Naval Combat In The Atlantic 
NORTHERN FLEET, Modern Operations In The Atlantic 
GRAND FLEET, Tactical Naval Combat, 1906-1920 
ROMMEL at el ALAMHN, The Battle For Egypt, 1942 
IN HARM’S WAY, Pacific Tactical Navd Combat, ’43-’ 44 
MOSCOW CAMPAIGN, Operations Typhone S White Storm 
LONG LANCE, Tactical f^val Combat In The Pacific, 1942 
TO THE RHINE, The Allied Advance In The West, 1944 
ROMMEL AT GAZALA, Battles For Tobruk, 1942 
STALINGRAD CAMPAIGN, Turning Pdnt In The Eeist 
KURSK CAMPAIGN, Operation Zitadelle, Summer 1943 
OPERATION OVERLOF®, The Invasion Of Europe, 1944 
SEVENTH FLEET, Modern Naval Operations In The Pacific 
GOLAN FRONT, The 1973 Arab/Israell War In The North. 
BATTLE OF THE ATLANTIC, The Ocean LlfeUne, ’40-’44 
FIFTH ESKADRA, Modern Naval Operations In The Med 
FALL GELB, The Fall Of Franzice, Spring 1940 
GREY SEAS, QREY SKIES, A^dern Tactfcal Naval Combat 


ORDERING INFORMATION. PLEA^ READ CAREFULLY: All gomes are 

$60.08 eoch for ^erlcons (Including shipping) , $50jf eodi ToF 
Conodlons (Fe^ Tox t Shipping includedy, ond $65.01) eoch Tor 
purchosers ouisidii ~ ttorth ^rlco (including ' shipping) ■ ^ wlTT 

let cheguis cleoi^before shipping (6 weeksi ), so money orders ore 
preferred? PLEA^ be~ sure to tell us the compu^r you own. 
i^Purchosirs outside l^nodo should senJjoyment In U.S. funds 
Nlovo Scotlons must odd on extro 10$ Tor ProvlncldT Tox. 

SIMULATIONS CANADA, Dept C, P.O. Box 452 
Bridgewater, Nova Scotia, Canada, B4V 2X6 
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comp>ete against each other, two players may opt for challenge 
play and complete a single, ongoing game as opponents. In tour- 
nament play, each player is given an identical op>ening tableau 
and draws stones in the exact same sequence, so that each 
player may complete a full game individually to achieve the 
highest score. 

It is this myriad of possible modes of play that keeps solitaire 
games like IsMdo interesting for exfjerienced players and begin- 
ners alike. Each way of playing is substantially different from the 
others, which means that there is less chance that this game 
might become an owner’s "dust collector" (next to the copy of 
Shareware Arcade Meets CGA Graphics). 

Living In A Glass House With Ishido 

In addition to the different modes of play available, Ishido also 
offers a variety of boards and pieces from which the player may 
choose. For the IBM, board "surfaces" include wood, marble, 
ebony. Oriental and Egyptian designs. Stone designs for the IBM 
come in Ginza, Ishido, Inner Shapes, Chungfu and Egypt styles. 
On the Amiga version, additional stone sets such as Gems, 
Magica, Ramses, Runes and Shaman— with a matching board sur- 
face for each— are available. Just experimenting around with all 
the possible combinations is almost a separate pastime! 

The VGA-level graphics are richly detailed and extravagantly 
colored. Stone designs are both aesthetically pleasing and intel- 
lectually appropriate for a wide variety of players (there’s a 
"look" there for everyone from grade-schoolers to rocket scien- 
tists). The crisp, simple Inner Shapes design, for example, fea- 
tures wonderfully clear primary colors (ideally suited for younger 
players), while the subtlety of the standard Ishido set will appeal 
more to the "purist." 

Whether child or genius, everyone finds a certain appeal in a 
box of crayons. For the tme Ishido connoisseur, there is an inter- 
nal paint program from which customized stone designs (or 
modified existing designs) can be created. Already, these 
reviewers can see a market in trade for custom stone sets (flags, 
Greek letters, etc.). 

Dominoes Delivers, But With Ishido You 
Get Eggroii 

The most difficult and most highly coveted achievement in 
Ishido is the 4-way match, performed by placing a single stone 
tile in the center of four adjacent stones, matching two by color 
and two by symbol. Each time this challenging feat is ac- 
complished, the player is rewarded, not only with an exponential- 
ly greater number of points scored, but also with the opportunity 
to ask a question of the Grade of the Stones. This "oracle" repre- 
sents tapping into the truth, knowledge and wisdom of the ages 
through a system of divination based on the principle of 
synchronicity. (When was the last time any game documentation 
referred the player to the works of Swiss psychologist Carl 
Jung?) If Jung’s concept of synchronicity doesn’t ring a bell, 
check back over those old college notes from Psychology 101. 
There, one will rediscover that synchronicity is "the theory that 
the coincidence of events in space and time involves something 
more than mere chance." 

In consulting the Oracle, the player gets his or her fortune told, 
tea leaf-style, upon the successful consummation of a 4-way 
match. It is the designer’s stated philosophy that "the computer 
is certainly a most appropriate oracle for our new age." As it 
threatened the elevator operator of the 1920’s, technology now 

(Continued on page 38) 
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NOVRSTRR 

GRM€ 

CO. 


GREAT GAMES AT GREAT PRICES NOVRSTRR 

Over 400 Computer & Board GRMC 

Games Available CO. 


SSI • LUCASFILM • CINEMAWARE • SSG • MICROPROSE • AVALON HILL 
VICTORY GAMES • NEW WORLD • ELECTRONIC ARTS • SIMULATIONS CANADA • THREE-SIXTY 


GAME SELECTION 


BON Scenario Disk 1 .. 
BON Scenario Disk 2.. 
Both Disks 1 & 2 


APPLE 

C64 


$25 

$25 

$25 

$25 

$25 

$25 

$45 

$45 

$45 

$32 

$32 

$32 


BOARD WARGAMES FROM: AVALON HILL, SIMULATIONS CANADA, VICTORY GAMES 


Scenario Disks 1 & 2 for Battles of Napoleon 


1 . Maida, Austerlitz, Utitsa, Marengo, Redoubt 

2. Albuera, Medellin, Santon, New Orleans, Bridge 


SPECIAL: SSI's Battles of Napoleon $32 Apia, C64, IBM 


Dark Stars, Battle Stations, West Front $14 

Lebensraum!, D.A.K., La Regia Marina $14 

Ortona, Assault on Torbruk, Schnellboote $14 

I.J.N., Line of Battle, The Wilderness $14 

Man of War, Power & Resolution, Inchon $14 

With Fire & Sword, The One World $14 

Norsemen!, Divine Wind, Hannibal $14 

Hell’s Highway, The Civil War, Vietnam $20 

Gulf Strike II, Shell Shock, 7th Fleet $30 


Ambush, Sixth Fleet, Battle Hymn, Central America $26 

Silver Star, Leatherneck, Aegean Strike $17 

Cold War, Mosby’s Raiders, Omaha Beachhead $16 

Squad Leader, Main Battle Tank, Civilization $26 

Flight Leader, TAC AIR, Kingmaker, Firepower $22 

Napoleon’s Battles, Air Force, Russian Front $21 

Turning Point Stalingrad, Patton's Best, Diplomacy $21 

Third Reich, Panzerkrieg, Stellar Conquest, 1776 $21 

Dauntless, B-17, Bull Run, Victory in Pacific $17 


Buy 2 SSI AD&D games, get an SSI AD&D game FREE. 
Buy any two games, get 50% off any Classic Game. 
Quantities are limited. 


GAME SELECTION 

APPLE 

C64 

IBM 

ATARI AMIGA 

GAME SELECTION 

APPLE 

C64 

IBM 

ATARI AMIGA | 

Strategic Simulations: 






Electronic Arts: 






Countdown to Doomsday 


$30 

$36 


$36 

Bard’s Tale II 

$20 

$20 

$24 

$42 


Renegade Legion Interceptor 



$42 



Bard's Tale III 

$36 

$30 

$30 



Heroes of the Lance 


$16 

$16 

$16 

$16 

F/16 Combat Pilot 


$27 

$36 

$36 

$36 

Champions of Krynn 

$36 

$30 

$36 


$36 

F/A-18 Interceptor 





$36 

Curse of Azure Bonds 

$36 

$30 

$36 



Populous 



$36 

$36 

$36 

Pool of Radiance 

$34 

$30 

$36 



Powerdrome 



$30 

$30 

$30 

War of the Lance 

$30 

$30 

$36 



Starflight 


$30 

$20 

$36 

$36 

Secret Silver Blades 


$30 

$36 



Yeager’s Advanced Flight 



$24 

$30 

$30 

Hilisfar 


$30 

$36 

$36 

$36 

686 Attack Sub 



$40 


$36 

Dragons of Flame 


$16 

$16 

$16 

$16 

Budokan 



$36 


$30 

Dragon Strike 



$36 



Centurian Defender Rome 



$36 



Sword of Aragon 



$30 


$30 

LHX Attack Chopper 



$44 



DM Assist Vol. 1 

$24 

$24 

$24 


$24 

Cinemaware: 







$16 

$16 

$16 


$16 

$36 


$36 

$36 

$30 



Battles of Napoleon 

Storm Across Europe 

$32 

$32 

$42 

$32 

$42 

$42 


$42 

Star Saga One 

Star Saga Two 

Brain Blaster 

$24 

$24 

$30 

$30 

Gettysburg 

Red Lightning 

$16 

$16 

$42 

$16 

$16 

$16 

$1.6 

Deathbringer 

Rocket Ranger 


$30 

$30 

$36 

$30 

$36 

Waterloo 



$42 

$42 

$42 

Three Sixty: 






First Over Germany 


$16 

$16 



Dark Castle 


$26 

$30 

$34 

$34 

Kampfgruppe 

$16 

$16 

$42 


$16 

Warlock 


$24 


$26 

$26 

Overrun 

$36 

$36 



$42 

Harpoon 



$42 



Typhoon of Steel 

$36 

$36 




Harpoon Battle Set 2 



$24 



Strategic Studies Group: 

American Civil War I 

$30 

$30 

$30 



Harpoon Scenario Edition 
Sands of Fire 


$26 

$30 

$32 



American Civil War II 

$30 

$30 

$30 



Thud Ridge 


$30 



American Civil War 111 

$30 

$30 

$30 



New World Computing: 






Halls of Montezuma 

$30 

$30 

$30 

$30 

$30 

King’s Bounty 

$30 





MacArthur’s War 

$30 

$30 

$30 



Might and Magic II 

$36 

$30 

$36 


$42 

Panzer Battles 

$30 

$30 

$30 



Nuclear War 



$36 


$36 

Reach for the Stars 

$30 

$30 

$30 


$30 







Rommel’s Battles 

$30 

$30 

$30 



Mindscape: 






Russia, the Great War 

$30 

$30 



Action Fighter 


$20 

$24 

$30 

$30 

Gold of the Americas 


$30 

$30 

$30 

After Burner 


$27 

$30 

$36 

$36 

Fire King 


$30 

$30 

Alien Syndrome 


$24 

$24 

$30 

$30 


$26 

$26 



Balance of Power 1990 Ed. 



$36 

$36 

$36 

Battles in Normandy 

$26 

$28 




Harley Davidson 


$24 

$30 

$36 

$36 

Carriers at War 

$26 

$28 




Loopz 


$30 

$36 

$36 

Europe Ablaze 

$26 

$28 




Out Run 


$27 

$30 

$30 

$36 




Shinobi 


$27 

$30 

$36 

$36 

Microprose: 






Space Harrier 


$24 

$30 

$36 

$36 

Railroad Tycoon 



$42 



Star Trek V 



$36 


$36 

Silent Service II 



$42 



Thunder Blade 


$27 

$30 

$36 

$36 

Sword of the Samaurai 



$40 









M1 Tank Platoon 



$50 



Lucasfilm: 






F-15 Strike Eagle II 



$40 



Battlehawks 1942 



$36 

$36 

$36 

Red Storm Rising 


$34 

$40 

$34 

$40 

Loom 



$42 

$42 

$42 

F-19 Stealth Fighter 


$34 

$50 



Their Finest Hour 



$42 

$42 

$42 

Airborne Ranger 


$30 

$34 



Ind. Jones Last Crusade; 






Pirates 

$34 

$34 

$34 

$34 

$34 

Action Game 


$24 

$30 

$30 

$30 

Gunship 

Carrier Command 


$30 

$40 

$34 

$40 

$40 

Graphic Adventure 

Origin: 



$36 

$36 

$36 

Medalist: 






Omega 

$36 

$36 

$36 

$36 

$36 

Carrier Command 



$34 



Space Rogue 

$36 

$36 

$36 

$36 


Eliminator 


$24 


$28 

$28 

Ultima V 


$42 

$42 

$42 

$42 

Starglider II 



$34 



Ultima IV 


$42 



$42 

3-D Pool 


$24 


$28 

$28 

Knights of Legend 

$36 

$36 

$36 



Xenphobe 


$24 

$26 


$30 

Bad Blood 



$36 



The Magic Candle 

$36 

$30 

$36 



Ultima Trilogy 



$42 



The Keys to Maramon 



$36 



Ultima VI 



$48 



Destroyer Escort 


$30 




Windwalker 



$30 



NOVASTAR GAME CO. • P.O. BOX 1813 • 

ROCKLIN, CA95677 • (916)624-7113 • 1-800-352-2225 I 

We accept personal CHECKS OR MONEY ORDERS ONLY. Call or write for full line of available games. Please 
specify alternative games for Simulations Canada board and Classic games due to limited quantities. US/Canada 
customers add $3 shipping. Overseas customers add 10% shipping. California residents add 7% sales tax. Please 

remit order in US Dollars. 










I 


Buy 2 SSI Wargames, get an SSI Wargame FREE. 

Buy any 3 games, get any $12 game FREE. 

Offer is good until January 15, 1991 or while promotional games last. 


GAME SELECTION 

APPLE 

C64 

IBM 

ATARI AMIGA 

Origin, cent. 






Wing Commander 



$48 



Sierra: 






Codename: Iceman 



$42 

$42 

$42 

Colonel’s Bequest 



$42 

$42 

$42 

Conquest of Camelot 



$42 

$42 

$42 

Quest for Glory 



$42 

$42 

$42 

Quest for Glory II 



$42 

$42 

$42 

Socerian 



$42 

$42 


A-10 Tank Killer 



$36 


$36 

Black Cauldron 





$30 

King’s Quest IV 



$42 


$42 

Space Quest III 



$42 


$42 

Space Quest IV 



$42 


$42 

King's Quest V 



$42 



CLASSICS AT SPECIALLY REDUCED PRICES 


GAME SELECTION 

APPLE 

C64 

IBM 

ATARI AMIGA 

Eternal Dagger 

$12 

$12 




Wizard’s Crown 



$12 



President Elect 

$12 

$12 

$12 

$12 


Roadwar 2000 

$12 

$12 

$12 

$12 


Roadwar Europa 



$12 



B-24 

$12 

$12 

$12 



Shiloh: Grant’s Trial 

$12 

$12 

$16 



Warship 


$12 


$12 


Kampfgruppe Scenario 

$12 





Sons of Liberty 

$16 

$16 

$16 



USAAF 


$16 




Wargame Construction 


$16 

$16 

$16 


Questron II 

$16 

$16 

$16 

$16 

$16 

Phantasie III 

$16 

$16 

$16 

$16 

$16 

Demon’s Winter 

$16 

$16 

$16 

$16 

$16 

Star Command 



$16 

$16 

$16 

Stellar Crusade 



$16 

$16 

$16 

Panzer Strike 

$16 

$16 




DM Assist Vol. 2 

$16 

$16 

$16 


$16 

Dragons of Flame 

$16 

$16 

$16 

$16 

$16 

Heroes of the Lance 

$16 

$16 

$16 

$16 

$16 

Red Lightning 



$16 

$16 

$16 

First Over Germany 


$16 

$16 



Gettysburg 

$16 

$16 



$16 

Kampfgruppe 

$16 

$16 



$16 

Silent Service 1 

$20 

$20 

$20 

$20 

$20 

F-15 Strike Eagle 1 

$20 

$20 

$20 

$20 


Bard's Tale 1 

$15 

$15 

$15 

$18 

$18 

Might and Magic 1 

$20 

$20 

$20 



Marble Madness 

$15 

$15 

$15 

$18 

$18 

PHM Pegasus 

$15 

$15 

$15 



Strike Fleet 

$15 

$15 

$15 



Wasteland 

$15 

$15 

$15 



Music Construction Set 

$15 

$15 

$15 

$18 


Demon Stalkers 


$15 

$15 



Patton vs Rommel 


$15 

$15 



Skyfox II 


$15 

$15 


$18 

Maniac Mansion 

$16 

$16 

$16 

$16 

$16 

Pipe Dream 

$20 

$20 

$20 

$20 

$20 
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Review 


Sphere of Influence 


Electronic Zoo's Spherical 

by Allen L Greenberg 



R ecently, an article appeared in the Journal of Spherical 
Health And Medicine (S.H.A.M.) which indicated that an 
alarming number of spheroid objects were suffering from a 
lack of guidance. Abandoned orbs from Marble Madness, lack- 
ing human leadership, have become lethargic or still. Dozens of 
reflective balls, once the subject of animated demonstration 
programs, now gmmble and wait for entropic doom to put an 
end to their once biissful orbits. Fortunately, we now have Spheri- 
cal from Electronic Zoo. Not only does this arcade/strategy 
game restore badly needed guidance to these mistreated 



TITtE: 

Spherical 

SYSTEMS: 

Amiga, Atari ST, 
IBM, 

# PLAYERS: 

1-2 

PRICE: 

$39.95 

DEVELOPER: 

Rainbow Arts 

DISTRIBUTED BY:Eleclronic Zoo 
Baltimore, MD 


marbles, but it is also an innovative, 
fast-moving and satisfying arcade ex- 
perience for sentient humans as weli. 

Spherical chailenges the player to 
guide a glowing "Starball" through an 
obstacle-filied room to an exit. The 


player, represented by a tiny wizard, 
accomplishes this by creating and destroying brick walls. The 
hero must also deal with a variety of traps, pitfalls, monsters and 
mystical paraphernalia. 


Each room is displayed from top to bottom in a two- dimen- 
sional view. The rooms are tastefuliy furnished in "early Dun- 
geons & Dragons^’^," which is to say, stone walls and barriers. 
Most rooms also contain a small variety of magical miscellany 
which can affect both the wizard and his environment. Finally, 
there are several guardian gollums who move back and forth 
across a portion of the room doing (what else?) their best to 
make life miserable (and much more brief) for intmders. If the 
wizard touches one of these creatures, he will bleed energy until 
he either breaks the contact or dies. 


The player’s pint-sized puppet has the ability to create or 

(Continued on page 27) 
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SPEUCA8T1NQ 101 



F„ 


ve 


vve 


graphics 


PGA 


will 


seen 


ment 




Game 


GET ALL THE 


TM 


\Mor\d 


ollowing high school graduation, Ernie Eaglebeak had two career options: Dragon Tending or 
Sorcery. 

Dragon Tending demanded interminably long days roasting under the acrid breath of temperamental 
dragons in holding pits of dirt and grime. 

Sorcery offered a four-year romp through Sorcerer University — four years of outrageous ffat parties, 
scantily-clad co-eds and reckless behavior. 

Sorcerer U. also meant plenty of adventure — from battling dragons in the Simulation Lab with only 
arcane spells as weapons; to grappling with zesty females in real life using more, um, natural tools. 

Tough choice. 


ENTERTAINMENT COMPANY 


Marketed by MicroProse Software, Inc. 

180 Lakefrom Drive • Hunt Valley, MD 21030 • 1-800-879-PLAY 
©1990 Legend Entertainment Company. Spellcasting 101 : Sorcerers 
Get All The Girls and Sorcerer University are registered trademarks 
of Legend Entertainment Company. ALL RIGHTS RESERVED. 
Circle Reader Service #58 i 


Spellcasting 101: Sorcerers Get All The Girls is yet another bawdy, irreverent graphic adventure from Steve Meretzky, 
author of The Hitchhiker's Guide to the Galaxy, Leather Goddesses ofPhobos and Zork Zero. Despite the presence 
of “naughty” and “nice” modes, this game is not recommended for those who a) have weak hearts, b) believe sex is a four-letter 
word, or c) think college students, no matter what universe they live in, spend their free time studying. 



Review 


Blue max 

ACESOFtiGiw'WAR 


by M. Evan Brooks 


TITLE: 

Blue Max 

SYSTEM: 

MSDOS 

# PLAYERS: 

1-2 

PRICE: 

$49.95 

DESIGNERS: 

Rick Banks & Paul Butler 

PUBLISHER: 

Three-Sixty 

Campbell, CA 


B lue Max is a flight game of Worid War i aerial combat. 
Rick Banks had previously designed Accolade’s Ace Of 
Aces, and Blue Max is an obvious descendant, although 
in an earlier milieu. Note that the product has been described as 
a "flight game" and not a "flight simulator;" this is intentional, be- 
cause Blue Max was produced for the general market and not 
the World War 1 grognards. In short, this yields both the design’s 
greatest strengths and its greatest flaws. 


Documentation 



relied extensively on Aces Of The Great War. A suggested read- 
ing list is appended at the conclusion of this review. 


The documentation is of average quality. Game mechanics are 
succinctly explained, although it appears that the proofreaders 
were asleep during final copy edit, so some confusion can result. 
Also, a separate summary card would have been appreciated. 

While one cannot expect programmers to be perfect gram- 
marians, it seems to be a maxim that a programmer cannot dif- 
ferentiate between the possessive "its" and the contraction "it’s". 
In Blue Max, this coupled with some obvious errors in final com- 
position (e.g. using the Fokker Dr I heading in two places or 
noting that Allied pilot Albert Ball disappeared on 7 May 1917 
but then characterizing him as a "war survivor") serve only to un- 
settle the user. 

Although the plane characteristics are given, there are no dates 
of in-service use, which would have been appreciated. The 
planes chosen were based on single seater fighters that were the 
most widely used: 

Axis: 

Fokker Dr I (Summer 1917-Spring 1918) 

Albatross Dill (Winter 1917-Winter 1918) 

Fokker Elll (Spring 1915-Summer 1916) 

Fokker Dill (Summer 1916-Summer 1917) 

Allied: 

SE5a (Spring 1917-Fall 1918) 

Sopwith Camel (Summer 1917-Fall 1918) 

Nieuport 17 (Spring 1916-Fall 1917) 

Spad VII (Fall 1916-Spring 1918). 

No bibliography is included, although Mr. Banks noted that he 


Graphics 

The graphics are very good. The impressive opening screen 
shots are digitized photographs, and include George Peppard’s 
role as a fighter ace in the movie Blue Max. 

The now-standard flight camera is present, and allows good 
flexibility as well as playback in both directions. However, the 
camera (VCR) is only accessible in campaigns and not in single 
or strategic mission modes. 

While sound support easily allows one to know that he is being 
damaged, it is much more difficult to determine if his shots are 
causing damage to the enemy. This reviewer recommends utiliz- 
ing the two-player option, and using one of the players as a 
"moving target" in order to determine the general hit ratios 
before delving deeply into competitive play. 

While there are variable cloud cover and wind, there is no sun. 
Thus, Edward Mannock’s famous dictum "Beware the Hun in the 
Sun" has no relevance or effect. The designers note that this was 
done to expedite game play and make it a more equal struggle, 
notwithstanding the fact that most dogfights were quick affairs 
with few pilots eager to engage unless they had a decisive ad- 
vantage. 

Game Mechanics 

Blue Max emphasizes a two-player mode. Utilizing a split 
screen and commands via joystick, mouse and keyboard, two 
users may fly in cooperative or competitive missions. However, 

(Continued on page 80) 
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Three New fantasies From WicroProse. 
Only One Of Them Is Make-Believe. 



NIGHTHAWK 


DARKLANDS 


T Tll|l 

UNSHIP 2000 ■■ 


GUNSHIP 


Piloting F-117A Nighthawk 
Stealth Fighter 2.0 is fantastic, 
but it's no flight of fancy. It's a 
thoroughly-researched, 
sophisticated simulation of 
America's radar-elusive jet. 
New scenarios (including Iraq), 
more powerful weapons and 
even better graphics than in 
F-19, the game the Software 
Publishers Association voted 
Simuiation of the Year in 1 989. 


You ve fantasized about it. 

Now, in Gunship 2000, it's 
much more than a dream. Pilot 
and command a squadron of 
the U.S. Army's most 
technologically advanced 
helicopters. Evaluate six types 
of choppers and select the five- 
chopper squadron you want for 
each of hundreds of authentic 
missions. Learn what would 
rea/Zy happen in a war with Iraq! 




mm 




iHiiiiiiii 


For the latest information on release 
dates and availabilities, call 
MicroProse Customer Service at 
301 771-1151. © 1990 MicroProse 
Software. Inc., 180 Lakefront Drive, 
Hunt Valley, MD 21030. 


Make-believe is best when it's 
believable. That's why Darklands is 
so exciting. It's a fantasy role-playing 
quest through medieval Germany 
re-created just the way medieval 
Germans actually believed it to be. 
The troubled realm cries out for a 
true hero to deliver it from its 
demons, alchemists, superstitions, , 
unholy religions and a whole host of| 
other fantastically believable 
challenges. 





ENTERTAINMENT* SOFTWARE 


Join the MicroProse Squadron and win exciting prizes from these great companies. 

l(jaFrv.r™..c Com puServe Roland (J)Hayes ^HOCinCH 



AdLib 
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27 scenarios of 31st-century po- 
litical and military strife, set on five 
planets. The story line changes with 
the outcome of every decision you 
make, every battle won. . . or lost. 


Over 5S kinds of 'Mechs — in- 
cluding the new OmniMechs™ - and 
other BATTLETECH combat units, 
including AeroSpace fighters, tanks, 
and infantry. 


Oniqne real-time combat sys- 
tem. Hear constant reports from 
your forces, the Crescent Hawks. 
Watch your maneuvers unfold be- 
fore you. 


FASA's futuristic BATTLETECH® universe explodes into action on an epic 
scale. 

As the young MechWarrior® Jason Youngblood, you saw your father 
taken prisoner by the treacherous forces of House Kurita in BATTLETECH 
THE CRESCENT HAWKS' INCEPTION. Now strike back, in the white-hot 
sequel to the original BATTLETECH computer game. 

Lead your bold force of BattleMechs®, awesome 31st-century warrior 
robots, in a daring mission of rescue and revenge. Then defy the great- 
est threat ever to the Inner Sphere — the Clans, who have 'Mechs® and 
weapons like nothing you've ever seen before. 

THE CRESCENT HAWKS' REVENGE 

for MS-DOS computers. 


HffikWKS’ 1 * 


Freb ^ 
Color 'Mech 
Recognition Chart 
Inside Package! 


<81X> 


True 256-cuiur MCGA graph- jgg your local retailer Or Call 1 - 800 - 227-6900 to order. 

1C.S, plus digitized speech and an 


advanced musical score that sup- 
ports Ad Lib', Roland', Tandy' 
music, PS/1'“, and Sound Blaster'”. 

NO PREVIOUS BATTLETECH 
EXPERIENCE REQUIRED. 


inpoconx 

‘ 1990 INFOCOM. BATTLETECH, BattleMech, 'Mech, and MechWarrior are registered trademarks and OmniMech is a trademark of FASA Corp. Board 
game design, characters, and universe f 1988 FASA Corp. Ad Lib is a reg. trademark of Ad Lib Inc. Sound Blaster is a trademark of Creative Labs, Inc. 
MS-DOS is a reg. trademark of Microsoft Corp. PS/1 is a trademark of IBM. Roland is a registered trademark of Roland Corp US. Tandy is a reg. 
trademark of Tandy Corp. 

Circle Reader Service #56 





Sphere of Influence 

(Continued from page 22) 


destroy walls from within one or two spaces of where he stands. 
The walls are necessary in order to guide the Starball to its in- 
tended target. The walls are also what the tiny wizard must climb 
upon in order to get where he needs to be on the screen. The pre- 
existing walls which furnish the room are also available for the 
player to use, but they may not be destroyed. Thus, in order to 
reach a destination, the wizard may have to construct a quick 
stairway, build a bridge, or simply jump. If he jumps, he will not 
be injured, no matter how great the drop. 

Each round begins with a 20-second grace period within which 
the player must study the screen and decide where he needs to 
be. After the 20 seconds have passed, the Starball will be 
released from somewhere near the top of the screen. Often, it 
will be in danger of falling into some dead-end trap. Unless the 
player manages to provide a wall to prevent this tragedy, he will 
have to restart the round. The player may only restart a round 
four times. After four "restarts," the player’s only option is to end 
the game. 

A successful round is completed when the player causes the 
Starball to collide with a special block which is labeled "IN." The 
"IN" block is usually located somewhere in the lower third of the 
screen. This leads the player "IN"to the next screen. There are 
100 levels to be mastered in the single-player game. An addition- 
al 100 levels become available for the two-player game in which 
two wizards work in a cooperative effort. In addition, the player is 
confronted with a special battle sequence versus some nefarious 
creature at the successful conclusion of every 10th level. 

Most of the magic items available to the wizard affect his en- 
vironment. Liberally scattered around the dungeons are various 
potions and devices which may: exterminate all creatures current- 
ly on the screen; freeze time; reverse gravity; open doorways to 
other levels; or offer several other interesting effects. An option is 
available at the program’s opening screen which will enable the 
player to view an illustrated list of these objects and receive an 
explanation of their function. 

Also appearing in selected dungeon rooms are scrolls which 
contain code words. When a code word is entered during the 
opening screen, the player will be permitted to bypass all levels 
prior to the one in which the scroll was found. 

There are several other interesting options available when the 
program is first booted. One of these is a practice mode for the 
player to simply get the hang of moving the wizard and learning 
the subtle art of mystic masonry. 

Yet one more option allows the player to choose from a list of 
dungeon-inspired background tunes. Although any selection from 
the list is enjoyable, using the sound effects by themselves 
seems to make for the best gaming experience. The sound of 
the Starball being released is useful, else the player may not 
glance up in time to see it fall. When the restart button is hit, the 
program responds with something like a computerized "aw- 
wwwwww...". Unfortunately, the sounds are not available while 
music is playing. 

Spherical comes on one copy-protected disk and requires 
51 2K of memory. One joystick fser player is also required. For 
an arcade game. Spherical contains an unusual degree of 
strategy. This alone sets the game apart from others. For an inter- 
esting challenge of both thought and reflexes, get Sphericall CGW 
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EAD TOP 25 

ENTERTAINMENT SOFTWARE TITLES 


This 

Mo. 

Last 

Mo. 

Type 

Title 

Publisher 

1 

1 

RP 

★ ★ No. 1 ★ ★ 

AD&D®: Secret of the Silver Blades 

SSI'" 

2 

2 

EDUCATION 

Mavis Beacon Teaches Typing!™ The Software Toolworks® 

3 

4 

SIM 

Their Finest Hour: The Battle of Britain'" 

Lucasfilm Games™ 

4 

6 

RP/STRATEGY 

Centurion: Defender of Rome™ 

Electronic Arts® 
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9 

STRATEGY 

Populous™ 

Electronic Arts 
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SPORTS 

PGA TOUR® Golf 

Electronic Arts 
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RP 

Buck Rogers: Countdown to Doomsday™ 

SSI 

8 
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SIM 

Stormovik: SU-25 Soviet Attack Fighter'" 

Electronic Arts 
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TV Sports™ Basketball 

Cinemaware® 
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AD&D®: Champions of Krynn 
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Lucasfilm Games 
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RP 
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Lucasfilm Games 
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Parker Brothers® 
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Industry Update 


Technological Trends for Future 

Computer Games 


s the lounge at the top of the Mar- 
riott Marquis Hotel in New York 
City rotates, one gets a variety of 
views of the Manhattan skyline, in many 
ways, one skyscraper looks like another 
skyscraper, but once in a while, the state- 
ly lines of the Empire State Building slide 
into view. For so long, the Empire State 
Building was recognized as the tallest 
building in the world that it seems 
strange to view the venerable edifice sur- 
rounded by so many other tall structures. 

It seems almost certain that people 
must have gawked at that famous build- 
ing in times past and quietly assured 
themselves that nothing could ever com- 
pare with such a marvelous structure. In 
much the same way, computer gamers 
look at their VGA graphics and enhanced 
sound boards and wonder how anything 
could ever match the thrill of: destroying 
those digitized target ships in Silent Ser- 
vice 11] experiencing the incredible sound 
effects and graphic impact of Wing 
Commander's space combat sequences; 
savoring the watercolor-style images 
from King’s Quest V that look like they 
belong on a canvas rather than a screen; 
or vicariously entering the dark, cyber- 
punk comic art of Rise of the Dragon. 
Where can one go from here? 

The entertainment software industry 
has heard that rhetorical question and is 
striving to answer it in many ways. The 
goal of advancing technology is to create 
the World Trade Center of computer 
games to surpass the apex of the Empire 
State (of the art) Building of entertain- 
ment software. Game designers and 
development teams will be using en- 
hanced graphics, sounds and interfaces 
based on new platforms and peripherals 
to make these advances possible. This 
update is intended to hint at some of the 
"surprises" which may be in store for 
computer gamers in the next few years. 

It is based on conferences and exhibits at 
both InterTainment ’90 (held in New 
York City during October, 1990) and Fall 
Comdex (held in Las Vegas during 
November, 1990). 


What You See, Isn’t Yet 

The biggest buzzwords in software 
development right now are "multi-media" 
and "full-motion video." The former 
speaks of combining the computer with 
images and sound developed in other 
media for purposes of interactive 
products. So, multi-media may be as 
simple as Recreative Inc.'s 
photographic data base/interactive tour 
guide (developed on the Amiga 500, 
combined with a "trackball" and built into 
a console) which features still pictures 
and information for the City of Ragstaff, 
Arizona’s tourist bureau, to A.I.M.’s ABC 
Wide World of Sports golf game with 


The biggest buzzwords in 
software development right 
now are "multi-media" and 
"fuli-motion video." 


broadcast-quality graphics and com- 
pact-disc-quality audio on CD-I (Com- 
pact Disc-Interactive). Full-screen, full-mo- 
tion video (with its 30+ images per 
second frame rate) has been the prob- 
lem which has caused CD-I to be delayed 
for so long (although Philips is now claim- 
ing that the product launch will be within 
300 days Instead of "next year"). 

Why are these buzzwords so Important? 
The fulfillment of the multi-media vision 
is expected to be the key to reach the 
mass media. Like compact disc audio 
technology, which began with elitist 
audiophiles and to date has caused a 
revolution in the recording industry (cur- 
rently, 30% of O.S. households have a 
CD-Audlo Player and this penetration is 
expected to be 50% by 1992), multi- 
media represents the ideal of reaching 
the masses with computerized entertain- 
ment. As Cinemaware Vice-President 
David Riordan has noted on several oc- 
casions, "Television is the standard the 
masses are in love with and that 
shouldn’t be a tough standard to emu- 
late." 

The goal of emulating television’s broad- 


cast standard has a mixed message for 
the computer gamer. It is exciting to im- 
agine broadcast quality graphics and CD- 
Audio sound, as well as to consider how 
much larger games could be on a 600- 
700 MB CD-ROM. Expect to see more 
use of large cel animation (as in quality 
motion picture and television cartoons) 
and rotoscoping (technique of filming 
live actors first, digitizing the outlines and 
coloring in the shapes via the computer). 
Further, the capacity for sharing art be- 
tween machines after it has been cap- 
tured and digitized is much easier when 
the data is stored on CDs. Since the FM- 
Townes machine (a CD-based MS-DOS 
computer currently available in Japan), 
CD-I, and an IBM with CD-ROM and VGA 
graphics can share graphics data with 
very little manipulation. It Is becoming 
more and more plausible to develop plat- 
form-independent software readily adapt- 
able to each of these three platforms. 

Still, even the graphics which are being 
utilized in current production for CD-ROM 
products are not quite broadcast-quality. 
Brian Moriarty, the father of Loom, 
believes that CD-ROM products will set 
back the art of computer game design in 
the near future because graphic art is ex- 
pensive and the market is not currently 
large enough to support both additional 
art and in-depth design. Therefore, the 
publishers will opt for more art at the ex- 
pense of design. Even Moriarty sees that, 
"...by the year 2000, all our games will 
look like television." 

Note also that both CD-I and NEC’s 
Turbo-Grafx 16 CD-ROM units allow play 
of regular CDs and CD+G (compact disc 
plus graphics) in their disk drives. The 
audio capacity of these players also 
opens up other opportunities. Since there 
is so much room for audio on the CDs, 
companies like Sierra and Lucasfilm 
are developing multi-lingual soundtracks 
for their CD-ROM games. Lucasfilm’s 
Zak McCracken and the Alien 
Mindbenders on CD-ROM and Loom on 
CD-ROM will contain h>oth English and 
Japanese Kanji soundtracks. Sierra’s 
Mixed-CIp Mother Goose CD-ROM has 
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both English and Japanese, but other 
products are expected to utilize German 
soundtracks and French soundtracks, as 
well. In addition, Zak has 23 different 
audio tracks for specialized sounds (e.g. 
street noise, musical themes, etc.) and 
Battlechess on CD-ROM will eventually 
have different musical themes which will 
branch to reflect the strength of the 
player’s position vis-a-vis the computer 
opponent (not to mention the themes 
which accompany each piece). The CD- 
Audio capacity will definitely strengthen 
the entertainment experience. 

However, the two-edged sword of the 
proposition is that less, not more, of the 
computing power of the machines will be 
directly accessible to the user. Acces- 
sibility will be masked by the application 
(i.e. less programming and less direct 
control so that the interface can be 
simpler). Bill Gates, CEO of Microsoft, 
observed in his keynote address at Com- 
dex that growth in the computer industry 
will slow down considerably unless com- 
puters are made easier to use. The em- 
phasis on "point and click" games (e.g. 
Sierra's King's Quest V on CD and Rise 
of the Dragon), use of interfaces such as 


CD-I’s "appliance control panel 
metaphor" and the three-button interface 
in Kellyn Beck’s Detectron for CDTV 
(see the later discussion in this article), 
proliferation of GUIs— Graphic User Inter- 
faces like OS/2, Windows 3.0, New Wave 
and Geos for MS-DOS— and de-emphasis 
of keyboards will make the new genera- 
tion machines look like they will be even 
less like computers than ever before. 

This will mean that many long-term 
computer gamers and several traditional 
computer game designers will be 
unimpressed with the early products 
using the technology. Chris Crawford 
believes "CD-ROM is a hammer that will 
turn everything else into nails." By that, 
the outspoken designer is stating that 
design issues .will become secondary to 
finding new ways to use and fill up one’s 
CD-storage capacity. 

At InterTainment ’90, Anita Sinclair of 
Magnetic Scrolls (Wonderland) lis- 
tened patiently to Dick Fletcher with 
Grolier's Multi-media Encyclopedia and 
Laura Buddine of Tiger Media (see the 
later discussion) speak of the necessity 
of getting away from text in order to 


reach the mass market. Then, Anita 
decried the manner in which computer 
users are being patronized by the as- 
sumption we are ail regressing to 
children and cannot read. It is hof)eful 
that, eventually, sophistication and 
simplicity will find an acceptable equi- 
librium in computer entertainment 
products. 

Coming Soon 

With the proliferation of CD-ROM drives 
for personal computers (and subsequent 
drops in price, due to the competition), 
promised launch of CDTV in the Spring 
(with Battlechess, Jack Nicklaus’ Un- 
limited Golf, Detectron, TV Sports: Foot- 
ball and more), imminent arrival of NEC 
Turbo-Grafx 16 CD-ROM products like 
Cinemaware’s It Came From The 
Desert and ICOM’s Sherlock Holmes, 
Consulting Detective games, decisions 
by Tandy, Leading Edge and IBM to 
market CD-ROM machines, mmors of 
the FM-Townes machine utilizing Win- 
dows 3. 1 and the C-Cube CL350 video 
chip (see later discussion) in attempting 
to reach the American market in 1991 or 
(Continued on page 35) 




MISSION CONTROL 


~ | Where You're In Command! T 


AMIGA 3.5 EXTERNAL DRIVE.$89:95 

MAXX YOKE PC OR AMIGA 69.95 

SOUNDBLASTER 154.95 

AMAXII 139.95 

GRAVIS JOYSTICK PC/AMIGA. ..39.95 


Music 

Synthesizer 
Card 



AD LIB CARD $109 
W/Software $129 


wm 

COMPUTER 

COMMAND 


2400 BAUD INTERNAL 
MODEM 


2400 External $99 
2400 Internal $79 

100% Hayes compatible 
USA made 5 year warranty 


IBM/APPLE 

Joystick 

$11.95 


IBM 


Red Baron 

Knights of the Sky 

Amazing Spiderman 

35.95 

35.95 

21.95 

Covert Action 

36.95 

Space Ace 

36.95 

Eye of the Beholder 

32.95 

LightSpeed 

36.95 

Trial by Fire 

36.95 

Space Quest IV 

Blood Relations 

36.95 

32.95 

Das Boot Submarine 

32.95 

Secret Weapons of Luftwaffe 

Arachnophobia 

39.95 

29.95 

Dick Tracy 

31.95 


King’s Quest V $42.95 

Links 36.95 

Bard's Taie III 31.95 


F-29 Retaliator 31.95 

Lord of the Rings 32.95 


Amiga 

Dragon Strike 

$27.95 

Blue Max 

31.95 

M-1 Tank Platoon 

36.95 

F-19 Stealth Fighter 

36.95 

Das Boot Submarine 

31.95 

Wrath of Demon 

36.95 

Second Front 

31.95 

Harpoon 

39.95 

Chessmaster 2100 

31.95 

Night Breed 

27.95 

The Animation Studio 

104.95 

Blood Relations 

31.95 

F-29 Retaliator 

31.95 

Night Shift 

27.95 

Deluxe Paint III 

89.95 

Myth 

31.95 

Photon Paint V2 

49.95 

Music X 

69.95 


Romance of the Three Kingdoms 41.95 


Foreign accounts 
& special orders welcome! 
Complete catalogue available! 


MISSION CONTROL: 

Software & Accessories for the PC, Amiga & C64 

170 Broadway • NY NY 10038 • Suite 201 


CMJiTOLLFREE: 8009997995 
AU others: 212 962 7168 
10am-7pm M/C & Visa 
Call for the newest releases! 
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Review 


W hat is it 

about am- 
nesia, I wonder, that 
makes it such an ir- 
resistible device for 
authors of interactive 
fiction? 

It is not a particular- 
ly noble affliction, 
nor is it as rich in 
dramatic potential as 
the frequency with 
which it is exploited 
would suggest. Is it 
possible that when 
Chris Jones began 
to sketch out the 
plot for Countdown 
(which casts the 
player as an am- 
nesiac secret agent), 
he was unaware that 
he would be mining 
the same by-now-ex- 
hausted vein from 
which such games 
as Mindshadow, 

Deja Vu, and 
Thomas M. Disch's 
Amnesia were 
tapped? Perhaps he 
was aware and sim[> 
ly . . . forgot. 

Actually, the 
answer is simpler 
than that. Amnesia is 
a convenient crutch 
on which game desig- 
ners lean when 
forced to deal with 
the problem of a dis- 
parity between the 
knowledge a player 
possesses when he enters a new game-world and the knowledge 
his character should possess. How, other than through recourse 
to the blessed loophole of amnesia, is one to explain a player’s 
stumbling around in broom closets when surely the character he 
is playing would know his way around his own apartment? How 
else is one to understand meeting for the first time people with 
whom one’s character is supposed to have well-established 
relationships? 

Then, too, amnesia brings with it its own built-in quest —the 
quest for self-discovery— which adds apparent psychological 
depth to a game’s more ordinary tasks, such as gathering 
treasures, surviving, or saving the world. What designer could 
turn down the loophole or the depth, much less both in one 
cheap package? 

The trouble is that amnesia has been done. For that matter, so 
has espionage, escape from a sinister asylum, clearing oneself of 
a murder charge, preventing nuclear devastation, and most of 
the other pieces which make up the puzzle that is Countdown. 
They have all been done to death. For Countdown to resurrect 


these old saws is dis- 
appointing; for it to 
breathe new life into 
them is inconceiv- 
able. 

Yet, this is exactly 
what Countdown 
does. Read that sen- 
tence again. What 
you have in this 
review’s first four 
paragraphs is a 
serious, but also the 
sole, criticism of 
Countdown. If we 
set my gripes about 
its old-hat storyline 
aside. Countdown is 
as close to perfect as 
any game can be. It 
also comes closer to 
earning its self-ap- 
pointed identification 
as an ‘Interactive 
Movie’ than any of 
its predecessors or 
competitors. 

Countdown is 
such a good game, 
in fact, that I feel 
compelled to defend 
it against my attack. 
"David” (of ‘and 
Goliath’ fame) was 
hardly a new subject 
when Michelangelo 
tackled it, much less 
when Bernini did. Yet 
Bernini’s statue is an 
extraordinary ac- 
complishment, a tri- 
umph over the pre- 
viously perceived 
limitations of his 
medium. Similarly, Caravaggio’s paintings of the saints leave his 
predecessors’ work far behind; they are no longer pretty 
portraits, but images of real human beings. To be unbearably 
cmde about it, both artists took old saws and gave them new 
teeth— which is what Countdown does, beautifully. Like Caravag- 
gio, Countdown shows us the dirt, the texture, the substance of 
its subjects; and like Bernini’s "David," Countdown offers ex- 
uberant, animated, and ingenious solutions to problems which 
have stumped designers for years. 

Countdown accomplishes this through abundant use of digitiza- 
tion, both of sound and of graphics; through a felicitous control 
system which eliminates all the flaws, while retaining the virtues, 
of the system pioneered in Access’ Mean Streets-, and through 
exciting and imaginative storytelling. The story being told may 
be one we’ve heard before, but we have never heard it told this 
well. 

Try To Remember . . . 

Frank McBain is dead. Mason Powers is alive, but trapped in a 

(Continued on page 37) 
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Access Software’s 
Countdown 

by Charles Ardai 

The Popcorn Not Included Critical Creed: 

From the start, computer games have aspired to a style 
and a degree of polish best described as 'cinematic. ’ Only 
with today’s most sophisticated techniques are signifleant 
advances being made toward this goal. However, in 
adopting a cinematic mode, today's games open themsel- 
ves up to criticism on a 
cinematic level. It is not 
enough to achieve movie- 
quality software; one 
must also achieve quality 
movie-software. 

It is from this critical 
standpoint that we will 
consider the new genera- 
tion of "Interactive 
Movies. " 


counciXL^yn 


An Interactive Movie 
of intrieue, Espionage 
andTSuspense. 



TITLE: 

Countdown 

SYSTEM: 

IBM 

PRICE: 

$59.95 

DESIGNERS: 

Brent Erikson, Chris jones 

PUBLISHER; 

Access Software 


Bountiftil, UT 
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Sid Meier’s Raiiroad Tycoo n 

BESTSIRAIEBV 

"The designers of this simuiation have done their homework ...cieoriy one of the best simuiotions of any type — indeed, 
and have provided anyone who fancies raiiroads with a one of the best games in generai — to appear in a very 
chance to make their dreams come true." iong time." 

Model Railroader, December 1 990 Game Player's PC Strategy Guide, August 1 990 

BEST SMUnON 

Overaii Game of the Year; "... a iifetime of gaming in one "it's only June, but if it's not too early, here's a nomination for 

product... This year, CGW 's Game of the Year is recognized the best computer game of 1990... It's one product that is 
because of its unique subject matter, excellent presentation, definitely right on track." 
and exceptional game play." Chicago Tribune, June 8, 1990 

Computer Gaming World, September 1 990 

BEST GAIK OF 1990! 

"If not the best, MicroProse's Railroad Tycoon is certainly "thoroughly engrossing, . , may well be the game of the year." 

among the best computer games ever created..." Video Games & Computer Entertainment, October 1990 

Game Player's, September 1990 



ENTERTAINMENT* SOFTWARE 


Can't find S/d Meier's ftailroad Tycoon’’ Call 1 -800-879-PLAY weekdays 9 am to 5 pm Eastern Time and order by MCA/isa/AmEx; or mail check or money order for $59.95 for IBM-PC/Tandy/compatibles version (specify disk size). 
Free shipping in US, $5.00 international. US funds only. MD residents add 5% sales tax. ©1990 MicroProse Software, Inc. Mail orders to: MicroProse Software, 180 Lakefront Drive, Hunt Valley, MD 21030. 


Join the MicroProse Squadron and win exciting prizes from these great companies. 

IQflFr«x™a,wc CompuServe Roland* (flHayes ^:10()!T[CH 
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CHIPS & BITS • IBM & AMIGA GAMES 


IBM WARGAMES 


Action North Atlantic $28 
Action off River Plate $28 
Action Stations $34 

Air Raid Pearl Harbor $28 
Am Civil War 1 , 2, or 3 $28 
Banzai $28 

Battle of Austerlitz $30 
Battle Tank Barbarosa $36 
Battles of Napoleon $34 
Battleship Bismark $28 
Blitzkrieg Ardennes $39 
Borodino $30 

Decision at Gettysburg $30 
Fall Gelb $36 

Fifth Eskadra $36 

Fire Brigade $35 

Fleet Med $36 

Frontline $34 

German Raider Atlantis $28 
Gettysburg:Turning Pnt $39 
Golan Front $36 

Grand Fleet $36 

Grey Seas, Grey Skies $36 


Guns & Glory $34 

Halls of Montezuma $12 
Harpoon $39 

Harpoon Set 2, 3 or 4 $22 
Harpoon Editor $28 

High Seas $33 

In Harms Way $36 

Kampfgruppe $39 

Kriegsmarine $36 

Kursk Campaign $36 
Long Lance $36 

Main Bttle Tank C Grm $36 
Main Bttle Tank N Grm $36 
Malta Storm $36 

Marianas Turkey Shoot $28 
Midway $28 

Moscow Campaign $36 
Napoleon Russia 1812 $12 
North & South $28 

Northern Fleet $36 

Operation Overlord $36 
Panzer Battles $28 

Patton V Rommel $16 
Prelude to Jutland $28 
Red Lightning $12 

Return to Falklands $28 
Rommel at El Alamein $36 
Rommel at Gazala $36 
Rommel North Africa $28 
Second Front $39 

ShilohiGrant's Trial $12 
Sons of Liberty $12 

Strike Fleet $ 1 6 

Stalingrad Campaign $36 
Storm Across Europe $39 
Suez 73 $39 

To The Rhine $36 

Under the Ice $30 

UMS II: Nations at War $39 
War in the Falklands $28 
War Game Cnstrctn $ 1 2 
Warship $12 

Waterloo $39 

White Death $33 


IBM STRATEGY 

Ancient Art of War $31 
Ancient Art War at Sea $31 
Archipelagos $28 

Armada 2525 $34 

Balance of Power 1990 $34 
Balance of the Planet $34 
Bandit Kings of China $40 
Black Gold $34 

Breach I or II $28 

Breach II Scenario Disk$15 
Centurion $34 

Command HQ $39 

DRAGON Force $34 

Empire $33 

Genghis Khan $39 

Gold of the Americas $12 
Guns or Butter $34 

Hidden Agenda $39 

Imperium $28 

Lost Patrol $34 

Midwinter $28 

Nobunaga's Ambition $39 
Nobunaga's Ambition II $39 


Nuclear War $34 

Ogre $19 

Omega $34 

Orbiter $30 

Paladin $28 

Paladin Scenario Disk $16 
Populous $34 

Populous Promise Land$14 
Project Moonbase $34 
Railroad Empire $34 

Railroad Tycoon $34 
Reach for the Stars III $ 1 2 
Revolution 76 $33 

Romance 3 Kingdoms $45 
Rules of Engagement $34 
Search for the Titanic $25 
SimCity $33 


SimCity Graphics lor 2 $25 


SimCity Terrain Editor $15 


Star Control $34 

Starfleet I $34 

Starfleet II $41 

Stellar Crusade $12 

Sword of Aragon $28 

Worlds at War $30 


IBM SIMULATION 


688 Attack Sub $24 

A10 Avenger $43 

A10 Tank Killer $33 

ATP $39 

Abrams Battle Tank $ 1 9 
Armour Alley $28 

Battle Command $34 
Battlehawks 1942 $24 

Blue Angels $33 

Blue MaxiAces WW I $34 
Cardinal of the Kremlin $34 
Carrier Command $31 
Cycles Grand Prix $28 
Das Boot Submarine $34 
Days of Thunder $34 
Echelon $39 

F14 Tomcat $34 

FI 5 Strike Eagle I $15 
F15 Strike Eagle II $34 
F16 Combat Pilot $34 
FI 9 Stealth Fighter $39 
F29 Retaliator $34 

Falcon $34 

Falcon AT $39 

Falcon 3.0 $41 

Fighter Bomber $41 

Flight Simulator 4.0 $39 

Gun Boat $33 

Gunship $19 

Heatwave $28 

Heavy Metal $35 

Hunt for Red October $22 
Infiltrator II $28 

Instnt Facilities Locator $28 
JET $33 

Jet Fighter: Adventure $34 
Knights of the Sky $39 
LHX Attack Chopper $39 
Light speed $39 

Ml Tank Platoon $39 
MegaFortress $39 

Miami Enforcer $39 

PHM Pegasus $ 7 

Power Boat Simulator $39 
Red Baron $41 

Red Storm Rising $31 
Renegade Legion $39 
Rapcon $34 

Sailing Instrctr Mstr Dsk$19 
Sailing Disk 1 - 8 Ea. $34 
Sailing Simulator $39 
Sands of Fire $31 

Scenery Disk 1 - 6 Ea. $19 
Scenery Disk 7-11 Ea. $22 
Scenery Disk Hawaii $22 
Scenery Disk Japan $22 
Scenery Disk San Fran $22 


Scenery Disk W Europe$22 
Secret Weapon Luftwaff$39 
Sherman M4 $34 


Silent Service 1 

$15 

Silent Service II 

$34 

Steel Thunder 

$17 

Stormovik 

$34 

Strike Aces 

$32 

Stunt Driver 

$32 

Tank 

$34 


IBM SIMULATION 


Test Drive II $30 

CA or Euro Challenge $ 1 5 
Muscle or Super Cars $15 
Test Drive III $39 

Their Finest Hour $39 
Thud Ridge $31 

Thunder Chopper $28 


Tracon II $45 

UFO $33 

Up Periscope $28 

Vette $33 

Wing Commander $43 

Wings $34 

Wolfpack $34 

Yeager's AFT 1.0 $16 

Yeager's AFT 2.0 $19 

IBM SPORTS 

3D Pool $25 

4th & Inches $15 

4th & Inches Teams $10 

All Am College B ball $49 

APBA Baseball $28 

APBAGMDisk $31 

APBA Inhovator $34 

APBA Stat Master $39 

APBA Wizard $31 

APBA 1908- 88 Ea $21 

APBA 1989- 90 Ea $19 

Basketball Challenge $28 


Bball Ch. 1987-88 Ea $13 
Bball Ch. 1989 -90 Ea $17 


Big league B ball $43 
Bo Jackson Baseball $34 
Downhill Challenge $21 
Face Off $31 

Fast Break $17 

Ferrari Formula 1 $16 

Grand Prix Circuit $17 
Gretsky Hockey $36 
Gretsky League $28 
Hardball II $28 

Hat Trick $21 

Indianapolis 500 $34 

international Hockey $17 
Jordan V Bird $18 

Lakers v Celtics $34 
LH 3 in 1 Football $30 
LH B ball the Pro Game$30 
LH Boxing $32 

LH College Basketball $30 
LH Full Count Baseball $30 
Lynks Golf $39 

Madden Football $34 
Madden Team Disk 89 $19 
Mean 18 $30 

Mean 18 Disk 2 $15 

Mean 18 Disk 5 & 6 $25 

Microleague Baseball $28 


Microleague Baseball II $34 
ML WSeries Decades $17 
ML 1982- 1990 Ea $17 
ML All Stars $17 

ML Franchise Disks Ea $20 
ML Box Score Stats $20 
ML General Manager $25 
ML Roster Security $20 


IBM SPORTS 

ML Wrestling 1990 $28 

Microleague Football $28 

MSFL Proleague Ftball $34 

MSFL Pro Draft $28 

NFL Challenge $60 

NFL 1985- 1987 Ea $15 

NFL 1988- 1990 Ea $22 


NFL All Star Teams $22 

NFL College Alumni $22 

NFL Dream Teams $20 

NFL Greatest Teams $22 

NFL Pre Season '90 $22 

NFL Roster Editor $20 

NFL Situation Editor $20 


NFL Proleague Football$49 
Nicklaus Unlimited Golf $39 
Nckis Course 1 , 2, or 3 $ 1 5 
Omni Basketball $34 
Omni Horse Racing $34 
PGA Tour Golf $34 


Pro Tennis Tour $28 
Pursue the Pennant $49 
Pursue Team 86 - 90 $21 

Rack'em $28 

Reel Fish'n $34 

Serve & Volley $28 

Ski or Die $28 

Superstar Basketball $24 
Superstar Ice Hockey $28 
Superstar Soccer $22 
Tennis Cup $34 

TKO $28 

TV Sports Basketball $34 
TV Sports Football $34 


W C Leader Board Golf $35 
W C Courses 1 , 2, or 3 $ 1 5 
Weaver Baseball 1 .5 $28 

Weaver Commissioner $16 
Weaver 1988- 1990 Ea$16 

IBM HARDWARE 

Ad Lib Sound Card $99 
Flight Stick $49 

Flight Stick with Falcon $59 
Mach 1 Joystick $19 

Mach 1 -r Joystick $29 

Mach 3 Joystick $39 

Sound Blaster $1 59 


IBM AD & D 

Champions of Krynn $32 

Curse of Azure Bonds $32 
Dragon Strike $32 

Dragons of Flame $19 

Heroes of the Lance $28 

Hilisfar $32 

Pool of Radiance $32 

Secret of Silver Blades $32 
War of the Lance $32 

IBM ROLE PLAYING 

2400 AD $28 

Ancient Glory $28 

Autoduel $28 

Bad Blood $31 

Bard's Tale I $16 

Bard's Tale II $19 

Bard's Tale III $34 

Battletech I $34 

Battletech II $34 

Buck Rogers $34 

Drakkhen $39 

Dragon Lord $34 

Dragon Wars $34 

Escape from Hell $34 
Federation $34 

Fountain of Dreams $34 

Fire King $28 

Hard Nova $34 

Hero's Quest $37 

Keef the Thief $16 

Keys to Maramon $28 

King's Bounty $28 

Knights of Legend $34 
Legacy of the Ancients $ 7 
Lord of the Rings Vol 1 $36 
Magic Candle I $34 

Magic Candle II $39 

Mechwarrior $33 


Megatraveller 

$34 

Might & Magic 1 

$19 

Might & Magic 11 

$33 

Mines of Titan 

$34 

Phantasie III 

$12 

Pirates 

$19 

Prophecy 1 

$19 

Questron II 

$12 

Sentinal Worlds 

$18 

Space 1889 

$31 

Spirit of Excaliber 

$34 

Star Command 

$12 

Star Saga I or II 

$34 

Starflight i 

$19 

Starflight II 

$34 

Sword of the Samurai 

$19 

Tangled Tales 

$21 

Times of Lore 

$28 

Tunnels & Trolls 

$34 

Ultima Savage Empire 

$39 

Ultima Trilogy 

$39 

Ultima IV or 'V 

$39 

Ultima VI 

$42 

Wasteland 

$16 

Wizardry Trilogy 

$34 

Wizardry IV 

$19 

Wizardry V 

$34 

Xenomorph 

$34 



In 'ULTIMA 6' From 
Origin Evil Gargoyles 
have attacked Britannia. 
But as your actions 
advance the story you 
learn that the invaders 
aren't mindlessly evil, 
they're fighting to save 
their race and to right 
an ancient wrong. The 
game features many 
quests and subquests, 
hundreds of unique 
characters to speak 
with, sound board 
support, 256 color VGA 
graphics, with menu 
and icon control. 



'HARPOON' From 
Three Sixty Pacific is a 

realistic view of how 
NATO & the USSR 
|could face off. Play 
|either side in the high 
|stakes cat & mouse 
igame of modern naval 
'warfare. With more 
than 100 authentic 
weapons systems at 
your disposal this is 
modern naval warfare. 
Not just one game but 
an entire gaming 
system a scenario 
editor and additional 
battlesets are available. 



'WING COMMANDER' 
From Origin Launches 
you into the ultimate 
space dogfight. Using 
cutting edge 3D 
technology, ray traced 
and bit mapped images 
in 256 colors, you get 
starships so real you'll 
duck when they pass! 
With full souhd board 
support earth-shattering 
stereo sound surrounds 
you with realism. Fly 
with your wingman 
against deadly enemies 
controlled by advanced 
Artificial Intelligence. 



'DAS BOOT' F rom 
Three Sixty Pacific is 

based on the actual 
experiences of Peter 
Cramer a surviving 
U-Boat Captain. It 
captivates the player 
with a visual panaroma 
unlike any other seen in 
submarine simulation. 
Sound board support, 
historical missions, and 
256 color VGA graphics 
combine with multiple 
camera views and 
instant replay to make 
this an action packed 
simulation. 






FOR LESS • CALL 800 - 753 - GAME 


IBM TRADITIONAL 


IBM ACTION / ARCADE 


IBM ADVENTURE 


Advance to Boardwalk 

$15 

Airborne Ranger 

$17 

Altered Destiny 

$39 

Amarillo Slim Poker 

$34 

Amazing Spiderman 

$25 

Arthur Quest Excaliber $28 

Backgammon 

$17 

Back to the Future II 

$34 

B.A.T. 

$34 

Battlechess 

$31 

Barbarian 

$21 

Blood Relatives 

$34 

Battlechess VGA 

$34 

Batman 

$28 

Chmbr Sci Mutnt Prstss$34 

Battlechess II 

$34 

Batman THe Movie 

$39 

Circuit's Edge 

$28 

Chessmaster 2100 

$34 

Blockbuster 

$25 

Code Name: Iceman 

$37 

Clue Master Detective 

$28 

Blockout 

$28 

Colonel's Bequest 

$37 

Cribbage King/Gin King 

$19 

Blood Money 

$28 

Conquests of Camelot 

$37 

Crossword Magic 

$34 

Bruce Lee Lives 

$28 

Countdown 

$39 

Edwrd Q Thrp BIck Jck 

$34 

Budokan 

$34 

Covert Action 

$39 

Family Crosswords 

$28 

Dark Century 

$31 

Crime Wave 

$39 

Family Feud 

$13 

Day of the Viper 

$33 

David Wolt:Scrt Agnt 

$33 

Games People Play 

$34 

Dr Doom's Revenge 

$25 

Die Hard 

$28 

Grand Slam Bridge 

$24 

Dragon's Lair 

$45 

Don't Go Alone 

$28 

Hollywood Squares 

$15 

Faces Tetris III 

$28 

Earth rise 

$34 

Hoyle's Games 1 or 2 

$25 

F40 Pursuit 

$31 

Elvira 

$39 

Ishido 

$36 

Fire Power 

$24 

Fool's Errand 

$34 

Jeopardy Silver Edition 

$15 

Gauntlet II 

$34 

Future Wars 

$28 

Joker Poker 

$28 

Ghostbusters II 

$28 

Gold Rush 

$28 

Jones in the Fast Lane 

$28 

Grave Yardage 

$25 

Heart of China 

$39 


IBM ADVENTURE 

Uninvited $28 

Universe I, II, or III $34 
War in Middle Earth $34 
Where Europe Carmen?$30 
Where USA Carmen? $30 
Where World Carmen? $27 



MEGAFORTRESS: 
FLIGHT OF THE OLD 
DOG' by Three Sixty 
Pacific will become the 
standard for bomber 
flying simulations. 
Complete with offensive 
and defensive weapons 
and the latest electronic 
technology the B52 
Megafortress is capable 
of attacking any target 
in the world. Sound 
board support, 256 
color graphics, and 
multiple camera angles 
make this a state of the 
art simulation. 


Lexicross 

$28 

Harmony 

$31 

Living Jigsaws 

$28 

Indy Jones Lst Crsade 

$19 

Monopoly 

$28 

Loopz 

$28 

Price is Right 

$15 

Low Blow 

$28 

Puzzle Gallery 1 

$28 

Marble Madness 

$16 

Puzzle Gallery II 

$34 

Nevermind 

$25 

Risk 

$28 

Night Hunter 

$25 

Sargon IV 

$34 

Night Shift 

$28 

Scrabble 

$28 

Obliterator 

$21 

Scruples 

$28 

Oil's Well 

$25 

Shanghai 

$15 

Pipe Dream 

$19 

Shanghai II 

$34 

Power Drift 

$25 

Sorry 

$15 

Powerdrome 

$28 

Solitaire Royale 

$24 

Punisher 

$25 

Spot 

$28 

Qix 

$25 

Stratego 

$31 

Sokoban 

$18 

Trivial Pursuit 

$28 

Space Ace 

$39 

Trump Castle 

$25 

Speedball 

$28 

Vegas Casino 1 or II 

$10 



Wheel of Fortune Gold 

$15 
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HINT BOOKS 

688 Attack Sub $10 

Bard's Tale I, II, or III $10 
Buck Rogers $10 

Champions of Krynn $10 
Curse of Azure Bonds $10 
Dragon Wars $10 

Drakkhen $10 

Fool's Errand $10 

Indy Jones Lst Crsade $10 
Maniac Mansion $10 
Might & Magic I $10 

Might & Magic II $10 
Neuromancer $10 

Pool of Radiance $ 1 0 
Puzzle Gallery I $10 

Quest for Clues 1 ,2 or3 $ 1 9 
Secret of Silver Blades $ 1 0 
Sentinal Worlds $10 

SIERRA HINT BOOKS $ 9 
Starflight I $10 

Starflight II $10 

UltimalV, V, orVI $10 
Wasteland $10 

Zak McKracken $10 


Spot $28 

Starglider II $31 

Teenage Mint Nnja TrtI $28 
Tetris $24 

Terrorpods $28 

Welltris Tetris II $24 

X Men I or II $25 

Zany Golf $16 

Zoom $22 


Hobbit 

Hostage 

Hound of Shadow 
Indy Jones Lst Crsade 


$25 

$28 

$28 

$24 



AMIGA ROLE PLAYING 

AMIGA STRATEGY 

Autoduel 

$28 

Breach II 

$28 

Bard's Tale 1 

$18 

Breach II Scenario Disk $15 

Bard's Tale II 

$42 

DRAGON Force 

$34 

Battletech 

$34 

Empire 

$33 

Bloodwych 

$34 

Genghis Khan 

$40 

Buck Rogers 

$34 

Imperium 

$28 


BLUE MAX: ACES OF 
THE GREAT WAR' 
from Three Sixty 
Pacific recreates the 
excitement & challenge 
of mankind's first 
fighting aircraft. Action 
dogfights with solo, 
team, head to head for 
1 or 2 players. Strategy 
board game with play 
back in realtime 3D. 
Features 8 airplanes, 
multiple missions, 4 
areas, VCR function, 
multiple camera angles, 
sound board support, 
and 256 color graphics. 


Midwinter 


$28 


Nobunaga's Ambition $41 


Nuclear War 
Populous 
Powermonger 
Reach for the Stars 


$34 

$34 

$34 

$29 


Romance 3 Kingdoms $45 


SimCity 
Sword of Aragon 


$33 

$28 


AMIGA WARGAMES 

Battle Tank Barbarosa $39 
Blitzkrieg 1 MB $38 

Fire Brigade $35 

Gettysburg:Turn Point $41 


Halls of Montezuma 

Harpoon 

Kampfgruppe 


$28 

$41 

$41 


It Came from the Desert$34 

Where Time Carmen? 

$30 

Champions of Krynn 

$34 

Kursk Campaign 

$39 

Joan of Arc 

$31 

William Tell 

$28 

Curse of Azure Bonds 

$34 

Main Battle Tank 

$39 

Journey 

$34 

Wonderland 

$39 

Dragon Lord 

$34 

Malta Storm 

$39 

King's Quest 1,11, lll,or IV$34 

Zak McKracken 

$16 

Drakkhen 

$39 

Moscow Campaign 

$39 

King's Quest V 

$39 

Zork Zero 

$38 

Dungeon Master 

$28 

North & South 

$31 

Knight Force 

$31 



Federation 

$34 

Operation Overlord 

$41 

Kristal 

$34 

AMIGA ADVENTURE 

Fool's Errand 

$34 

Overrun 

$41 

Leisure Suit Larry 1 

$28 

Arthur Quest Excaliber 

$34 

Hound of Shadow 

$28 

Red Lightning 

$41 

Leisure Suit Larry 2 or 3$37 

BAT 

$34 

Immortal 

$34 

Rommel at Gazala 

$41 

Loom 

$39 

Blood Relatives 

$34 

Lords of Rising Sun 

$30 

Second Front 

$34 

Manhunter NY or SF 

$32 

Chronoquest 1 or II 

$34 

Might & Magic II 

$41 

Storm Across Europe 

$41 

Maniac Mansion 

$16 

Code Name:lceman 

$38 

Pirates 

$31 

To the Rhine 

$41 


Mean Streets 
Murder Club 
Neuromancer 
Night Hunter 
Oregon Trail 
Planet o1 Lust 
Police Quest I or II 
Questmaster 
Rise of the Dragon 
Rocket Ranger 
SDI 

Search for the King 
Secret Monkey Island 
Seven Spirits of Ra 


$38 

$28 

$31 

$25 

$28 

$28 

$32 

$28 

$39 

$34 

$15 

$38 

$39 

$17 


Colonel's Bequest 


$38 


Sex Vixens from Space $28 



Shadowgate 
Shadows of Mordor 
Shogun 
Sinbad 

Space Quest I or II 
Space Quest III 


$31 

$28 

$40 

$15 

$32 

$37 


Conquests of Camelot $38 
Future Wars $34 

Indy Jones Adventure $35 
It Came from Desert I $34 
It Came from Desert II $18 
King's Quest I, II, III, IV $34 
Leisure Suit Larry 2 or 3$38 
Loom $41 

Manhunter NY or SF $33 
Neuromancer 
Night Hunter 
Police Quest I or II 
Sci Mutant Priestess 
Search for the King 
Space Quest I or II 
Space Quest III 
Star T rek V 
War in Middle Earth 





'TEST DRIVE III' from 
Accolade is unleashed 
and ready to blow the 
doors off any driving 
simulation on the 
market. The best roads: 
long tunnels, highways 
& side roads, mountain 
cun/es & ocean straight 
aways. Unmatched 
realism: snow, rain, 
night driving, headlights 
& wipers, instant replay 
and 360 chase car 
views. Exploration 
backtracking, cross 
country, mulitple routes 
& secret tracks. 


'STRATEGO', the 

classic board game, is 
now a great computer 
game form Accolade. 
It captures all the 
Strategy and tactics of 
the original. Secretly 
deploy your army, plan 
your advance, and 
attack boldly; defuse 
bombs, protect your 
spy, and capture the 
enemy flag. And adds 
even more features like 
5 levels of dificulty, 3 
game boards, multiple 
piece sets, and multiple 
rules sets. 


Space Quest IV $39 

Spellcasting 101 $34 

Startrek III or IV $28 

Startrek V $33 

Startrek:Nxt Generation $34 
Street Rod $28 

Third Courier $34 

Three Stooges $34 

Total Eclipse $28 


Where Europe Carmen?$34 

Pool of Radiance 

$34 

UMS II 

$41 

Where USA Carmen? 

$34 

Space Rogue 

$34 

Waterloo 

$41 

Where World Carmen? $31 

Spirit o1 Excaliber 

$34 

White Death 

$41 



Starflight 1 

$34 



AMIGA SIMULATION 

Tusker 

$34 

AMIGA SPORTS 


688 Attack Sub 

$34 

Ultima IV 

$41 

Gretsky Hockey 

$36 

A10 Tank Killer 

$33 

Universe III 

$34 

Gretsky League 

$28 

Battle Command 

$34 

Xenomorph 

$34 

Harball II 

$28 

Blue Max;Aces WW 1 

$34 



Omni Basketball 

$34 

Cycles Grand Prix 

$34 

AMIGA ACTION / ARCADE 

Omni Horse Racing 

$34 

Days of Thunder 

$34 

Aquanaut 

$28 

TV Sports Basketball 

$34 

Dragon Strike 

$34 

Batman 

$34 

TV Sports Football 

$34 


F16 Combat Pilot 
Ft 9 Stealth Fighter 
F29 Retaliator 
FA18 Interceptor 
Falcon 

Falcon Mission Disk 

Gunship 

Heatwave 


$34 

$39 

$34 

$18 

$34 

$18 

$34 

$28 


Hunt for Red October $22 
Ml Tank Platoon $39 
Silent Service I $ 1 5 

Test Drive II $30 

CA or Euro Challenge $15 
Muscle or Super Cars $ 1 5 
Red Storm Rising $30 
Their Finest Hour $39 
Wings $34 

Yeager's AFT 2.0 $28 


Battlehawks 1 942 $34 

Budokan $28 

Day of the Viper $33 

Dragon's Lair I or II $41 

Dragons of Flame $28 

Harmony $34 

Heroes of the Lance $28 

Loopz $34 

Magic Fly $28 

Marble Madness $18 

Nevermind $26 

Pipe Dream $28 

Projectyle $28 

Puffy's Saga $25 

Shadow of the Beast $29 

Shadow of the Beast II $39 

Treasure Trap $28 

Tunnels Armageddon $28 


CHIPS & BITS 

POBox 234 
Rochester VT 
05767 

Circle Reader Service #34 

802 -767 -3033 
800 -753-4263 


Visa & MC accepted, CODs $3 
UPS $3 / order 
UPS 2 Day Air $5 / order 
UPS Express Air $15 / order 
Air Mail to Canada $6 / order 
HI &AK UPS 2 Day Air 
$9/order 
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I magine, if you wili, a universe that holds oniy a smaii 
group of planets. Each planet, a barren shell waiting 
to be given life. Imagine further, that within this 
universe there exists the forces of good and evil. 

Having only a single Starbase to work from, you set out 
in ships of your own design, and use them to colonize 
the barren planets. You must also recruit, train, feed 
and arm a galactic force to protect these colonies from 
the evil clutches of your unseen foe, who starts at the 
other end of the universe, but draws closer with each 
passing heartbeat. 

Strategies are needed to meet the many challenges you 
will face as you strive to become a great leader. Taxes 
have to be imposed to raise money to build a stunning 
array of equipment... all the way from a spy satellite / 
to a hydroponic plant. Mining operations have 
to be set up and maintained to obtain precious / - 
minerals. Farms need to be established to /' 
feed your growing populous. / 

Even while you are establishing that delicate / 
balance called life, an evil and scheming / 
dictator is gazing malevolently at the ^ ' 
whole universe with greedy eyes. 

He schemes to conquer and 

control. Confrontation 

is unavoidable. \ 


VIRG IN MASTERTRONIC, INC 
18001 Cowan Street, 

Suite A, Irvine, CA 92714 
714-833-8710 


Available for Amiga, IBM and Atari ST computers. 
Suggested retail price $49.99, 

OVtRLORD and Virgin Mastertronic are trademarks of 
Virgin Mastertronic International Inc.© 1990. 

All rights reserved. Designed and programmed by P ROBE. 










Technological 

Trends... 

(Continued from page 29) 
early 1992 and CD-I possibly on the 
market before Fall of 1991, the reality of 
enhanced computer entertainment 
products seems close at hand. 

New companies are forming to take ad- 
vantage of multi-media platforms. One 
company is Tiger Media. The First enter- 
tainment product for multi-media 
machines to arrive from this company is 
expected to be The Case of the 
Cautious Condor. Using period comic 
style art (from the ’40s or ’50s) and a 
Chandler/Hammett-style prose often as- 
sociated with the detective stories on 
radio during the same period, the game 
can be played to a conclusion in 30 
minutes (Tiger Media designs their 
games as a teievision analog which as- 
sumes an attention span of not more 
than 30 minutes), but offers three full 
hours’ worth of pictures. 

Another company formed to develop 
CD-ROM entertainment products is 
Whitestar Mageware. They are develop- 
ing a game called Goiden Immortai, a 
hero-quest which integrates VGA anima- 
tion, CD-audio sound and a variety of 
prose in order to build a story based on 
comparative mysticism and/or religion. 
The company also publishes interactive 
tour guides like their Sophisticated 
Santa Fe (New Mexico) CD-ROM 
travelogue due early next year. 

Kellyn Beck (Defender of the Crown, 
Centurion: Defender of Rome and Rock- 
et Ranger) and Doug Sharp (Chipwits 
and King of Chicago) have been work- 
ing on Detectron, a futuristic detective 
game based on Doug’s "Dramaton" con- 
cept (designed in 1985). "Dramaton" was 
the predecessor to King of Chicago and 
was a computer program designed to 
enable stage directors to be able to 
"play" with a script before producing it. 
Out of testing the "Dramaton" concept, 
Doug saw the potential for using "clayma- 
tion" for King of Chicago iong before the 
California Raisins popularized the techni- 
que in the television commercials (but 
well after the Gumby adventures on 
television). Detectron uses digitized film 
footage to enrich the backgrounds and 
mixes art and digitized images to estab- 
lish the foreground. Obviously, the goal 
is to give the product a film-like realism. 

The protagonist of the adventure 
(Would you believe.. .Max Adams?) 
moves about the screen and continually 
« Circle Reader Service iSO 
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has a choice of three different options. 
These change with regard to the situation 
Adams finds himself in, but there are 
never more than three. The reason for 
three options is because the game is in- 
tended to be played from across a room 
via an infrared controller (l.e. a remote 
control), and three options are the maxi- 
mum number of choices one can see 
clearly from across the room. 

The emphasis of this detective game is 
not on combat or puzzle-solving. It is in- 
teractive "drama" in that the detective 
must solve the mystery realistically (l.e. if 
he uses his gun, he may risk losing his 
license, being incarcerated or charged 
with a feiony). 

Even multi-media educational products 
are taking their cue from computer 
games. Susan Lynton of Northwood 
Entertainment demonstrated a CD-I 
product at InterTainment '90 that is in- 
tended to teach Spanish as an interactive 
Berlitz course. In presenting the lan- 
guage, the learner/player is immersed 
into the language by being sent into a 
Spanish-speaking country as a baseball 
talent scout. His task is to find the next 


The most important applica' 
tion of virtual reality into 
gaming is total immersion 
in an artificial world. 


Fernando Valenzuela. In the course of 
trying to survive, he meets a woman who 
he believes does not speak "Ingles" (the 
love interest) and a young boy (his cul- 
tural and lingual guide/teacher). In 
"default" mode, the story begins with no 
instructions on "how to use" the "game." 
The instructions are embedded in the ex- 
perience of the game itself. 

Where once the realm of CD-ROM 
products was rather limited to the 
Microsoft library of reference works, 
Compton's Multimedia Encyclopedia, 
and text-intensive reference works, the 
scope of CD-ROM publishing is becom- 
ing greater and greater. In addition to 
entertainment products, the Bureau of 
Electronic Publishing offers a catalog 
with 74 pages of CD-ROM atlases, refer- 
ence works, image and music samplers, 
statistics packages and video databases. 
The company even offers a CJ.S. History 
on CD-ROM package (complete with the 
best of 14 selected G.S. History 
textbooks) bundled with a Hitachi CD- 
ROM drive for under $1,000. 


Far, Far Away, But In Our 
Galaxy 

The simple fact of CD-ROM storage and 
the use of digitized still pictures will not 
bring multi-media products to the mass 
market, however. It will take full-motion 
video. At Comdex, C-Cube demonstrated 
its CL350 video compression and 
decompression chip. The chip is already 
compatible with JPEG (Joint 
Photographic Experts Group) and will 
run full-motion video from a hard disk at 
30 frames per second (in connection 
with CC1R601 video inputs). It does not 
yet meet MPEG (Motion Picture Experts 
Group) standards (lOOK of graphics per 
second and running off a compact disc in- 
stead of a hard disk). However, the chip 
is only slowed by the speed of the hard 
disk at this point. If the information is in 
RAM, the video images can perform at 
more than 40 frames per second. The 
chip runs with existing architectures on 
the Macintosh and in MS-DOS environ- 
ments and Fujitsu showed a prototype 
of an FM-Townes machine with a C- 
Cube chip at a recent Tokyo Multi-media 
Exhibition. Coupling advances like this 
with Intel’s recent announcement that 
they were halving the price of their DVI 
(Digital Video Interactive) chips to 
around $1,000, the technology is much 
closer to the gaming consumer than one 
would have thought a year ago. 

Of course, with some aspects of the 
new technology getting closer, even the 
"wild stuff' like virtual reality begins to 
seem possible. The video game com- 
panies are enthusiastic about bringing 
such advancements as virtual reality and 
networked games to life. As Robert 
Faber of NEC’s Home Entertainment 
Division notes, "Kids like space age stuff, 
they tend not to like old-fashioned 
things." He visualizes networked games 
from a first-person perspective with dif- 
ferent views for competing players. This 
may seem a long way away, but NEC 
(the company that developed the one-to- 
five player adapter for the Turbo-Grafx 
16 that games like TV Sports: Football 
take advantage of) is experimenting with 
a Turbo-Grafx 16 modem peripheral In 
Japan that is probably only two to four 
years away. Since Michael Katz has ob- 
served that Sega Is no longer supportive 
of the Tele-Genesis concept of modem 
play, this could be a significant introduc- 
tion. 

Virtual reality is another frontier for 
gaming applications (see CGW #72 for 
more information on this technology). 
Rich Gold of Mattel demonstrated the 
PowerGloue at InterTainment ’90. This 
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Industry Update 


analog to the VPL dataglove (although 
one finger of the glove does not function 
as a cost-cutting decision) uses 
uitrasonics to allow players to control im- 
ages on the television screen on X, Y, 
and Z axes with quarter-inch resolution. It 
is, Gold suggests, a "kinesthetic 
metaphor" for arm and hand movement. 
The first product to specifically use It is 
Super Glove Ball on the Nintendo 
Entertainment System. Also, to show 
that Nattei Isn’t simply satisfied with "vir- 
tual" space, he demonstrated their SFX 
electronic toy (which makes sound ef- 
fects according to kinesthetic movement) 
and called it the "first virtual sound 
product." 

Perhaps, of more interest on the virtual 
reality front was a presentation by Chris 
Gentile of AGE (developers of the Power- 
Glove for Mattel). He announced an 
agreement his company has with 
Logitech to create an ultrasonic 
dataglove peripheral for personal com- 
puters that Is expected to retail for under 
$200 and revealed that the company is 
working on a three-dimensional "flying 
mouse" similar to some very expensive 
versions on advanced workstations. 


Gentile believes, however, that the most 
important application of virtual reality 
Into gaming is total immersion in an ar- 
tiftcial world. AGE is working on a TVR 
(total virtual reality) game system with its 
own lightweight head-mounted display 
(HMD), complete with fuli sound 
capability. Onfortunately, the initial units 
(expected to test in late 1992 and launch 
in 1993) will use monochrome graphics 
because color requires too much process- 
ing to enable small processors to keep 
up an acceptable frame rate on the im- 
ages. One of the games under develop- 
ment places the player in the cockpit of 
a Formula One race car. With head-track- 
ing, the player will be able to turn their 
heads and see what’s behind, above and 
in front of them. 

In conjunction with the TVR research, 
AGE is expected to develop attractions 
for two major theme parks using virtual 
reality. One park is expected to be built 
in Osaka, Japan (and will allegedly cost 
$680 million excluding the price of land) 
and the other may be built on the east 
coast of the United States. Virtual reality 
would let the amusement park operators 


pack more attractions into a smaller 
area. For example, one attraction is a 
race with twenty radio-controlled cars. 
Drivers wear head-mounted displays and 
get the three-dimensional views from 
cameras placed inside the R/C models. 
They will see the people waiting in line 
as though they were "in the stands" of a 
major race. Also, using HMDs and 3-D 
camera techniques, amusement park 
operators would be able to have people 
ride on miniature roller coasters, but ex- 
perience the ride as though they were on 
the largest coaster ever. 

Say, "When" 

Of course, the real problem with future 
technology is the fact that it never arrives 
as soon as one expects it. CD-I has been 
in "Real Soon Now" state since 1985. 
CDTV was absolutely promised for 
Christmas of 1990. DV-I and multi-media 
machines are just now reaching the top 
line of price acceptability and really 
haven’t become "consumer" items as of 
yet. Stiil, the Empire State (of the art) bet- 
ter get ready to be overshadowed by the 
World Trade Center of tomorrow. CGW 


COMPUTER BASKETBALL 


SPORTS FANS... 

THE SPORTS SIMULATIONS YOU HAVE 
BEEN WAITING FOR ARE HERE! 

COURT SlOE COLLEGE BASKETBALL 

each player contributes as they did in real life • 
Stats Compiler • you determine starting lineup, 
substitutions, shot selection, passing, offensive and 
defensive styles of play and more • the College 
game includes 292 teams from the ’89-’90 season 
plus 70 all-time greats 

BASKETBALL:THE PRO GAME 

each player contributes as they did in real life • 
Stats Compiler • you determine starting lineup, 
substitutions, shot selection, passing, offensive and 
defensive styles of play and more • the Pro Game 
features the 23 Pro teams from the ’89- ’90 and 
more than 190 great teamsof the past 

Send check or money order for $39.99 each. 

Visa and MasterCard accepted on phone orders only. 
Please add $2.00 for postage and handling. 



P.O. Box 100594 • Nashville, TN 37224 • 615/242-2617 
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>APER MAYHEM 

I “The Informative P/ay-By-Mai7 Magazine”} 

Having a hard time getting enough players together for your favorite role I 

I playing or boardgame? Eliminate this problem by joining the world of play [ 
by-mail gaming. 

Subscribe to PAPER MAYHEM and discover the I 
world of play-by-mail fPBM) gaming. Virtually every I 
facet of PBM gaming is covered by PAPER MAYHEM, f 
Fantasy, science fiction, historical and sports. Each I 
bimonthly issue brings you the latest on PBM games. [ 
PAPER MAYHEM has been publishing newg about! 
PBM games and companies since 1983. We have im- 1 
proved and expanded to keep up with this ever! 
popular activity of PBM gaming. 

So why delay and miss out on all the fun? Read I 
PAPER MAYHEM and take advantage of PBMj 
gaming. 

SEND SUBSCRIPTIONS TO: PAPER MAYHEM 
(Dept CG) 

1518 Adams St., 

Ottawa, IL 61350-4770 
U.S. SUBSCRIPTIONS: 1 year $20.25 2 years $35.10 Sample $4.50 1 

FOREIGNSUBSCRIPTIONS; lyeartoCanada$26.25; lyearloEurope $41.10; lyearto Australia $47.40. 
All subscriptions to PAPER MAYHEM are to be paid in US funds and drawn from US banks. Foreign subscrip 
tions are asked to use International Money Orders in US fur>ds. 
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F'cpcern Net 
Included III 

(Continued from page 30) 

Turkish prison hospitai, accused of McBain’s murder. Did Powers 
realiy kili McBain? What do you think? 

The problem is that secret agent Powers has amnesia and can- 
not remember the detaiis of the mission that landed him in 
"protective custody." It’s up to the player to break Mason out of 
jail, search out familiar people and places to jump-start Mason’s 
memory, and 
get the poor 
guy back on 
the trail of an 
international 
terrorist 
who’s got a 
nuclear bomb 
set to go off 
in ninety-six 
hours . . . 
somewhere. 

Where? Good 
question. 

Hence, the 



name Countdown. There’s plenty to do before finally disarming 
the bomb, and precious iittle time to do it in. Just escaping from 
Turkey wili take ail the ingenuity and cunning at Mason’s dis- 
posai, not to mention more hours than the oid boy can really af- 
ford to spare; and when Mason escapes, there’s still a globe-trot- 
ting adventure ahead of him, which leads him through Egypt and 
italy and France, through gaudy bars and sinister hideouts, 
through meetings with hitmen and hostages and a blonde dancer 
named Golden Desire whiie, in the background, the seconds 
quietiy tick away. 

There are window ledges to be climbed on, sewers to be 
braved, bribes to be paid, and doses of tmth semm to be ad- 
ministered. There are iow-tech and high-tech solutions to puzzles 
(a catapult and Mason’s hand-held computer are the extremes 
that come to mind), as weli as a few puzzies that cannot be 
solved— just enough to keep players on their toes. There is an en- 
counter on the Orient Express worthy of Hitchcock at his prime 
and a naii-biting climax with no room for error. There are sexy 
women of the James Bond variety and a handy blackjack game 
to match. (Bribes cost money, don’t you know?) 

in short, there is everything except the kitchen sink. 
(Countdown has more than one sink, but none to be found in a 
kitchen.) What makes ali of this so exciting is that every scene 
has been digitized, either from iocation photographs or from ac- 
tuai miniature sets constructed for the game. Every stone in 
every ceiiar is richly detailed; one can practically see the walls 
sweat. Metal in Countdown looks like metai, wood iooks like 

Left: Building miniature sets. (Continued on page 41) 


THE NEXT EMPIRE XT^ 

...the only game that sends you /—/ \ — / V 
fabulously detailed maps like ( ) — ^ ) — ( 

this one, showing your fleet’s — \ / 

sensor views every turn ...along \) \ / 

with clear, complete stats on \ / \ / 

each starship you design, build, / \ / V 
and maneuver Individually using /\—( 
up to 21 different onboard /-/ \ — / V 
systems. ..plus status / — vr — y — / ) — / ) — ( 

reports on star- / ) — ( ) — \ / 

bases, probes and / A A / xv \ / v 
asteroids you \ / \ / \ T 

control I \ / y_A§y_y \ / V 

The Next Empire Xy — \ / \/ / \^/ — \ 

Is a completely \ ) ( / \ /■ 

computer-moderated / \ / \ 

game, over 6 years / S—J y_A\— ( 
In the making. L -(^\ — / y 

Each universe Is ( V—/ ) — ( \ ^ \ — ( 

a unique , complex ) — ( A 

gaming environ- — / \ — / 

ment populated with 21 alien vv/ \ / 

players itching to blow the hulls / v 

off anyone who gets in their way! ( 

• $20.00 for set-up, manual, universe 

map and first two turns y 

• $7.50 per turn; no hidden fees or double turns ' 

• $5.00 for manual only (credited against set-up 
fee if you play) 

• fast game (two weeks per turn) or s/ow game 
(three weeks per turn) 

• clear, concise rules; our complexity comes 
from your gaming freedom 

• MasterCard or VISA also accepted 
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PLAY BY MAIL 
\ PRINTOUTS 
/ LIKE THIS 
EVERY 
TURN ! 


WA\ 





Recently voted HI PBM 
. game In a nationwide 
lV player magazine 
r/ survey I 

Cyborg Gaines, Inc. 

Department E2 
P.O.Box 71 01 9 
Milwaukee, Wl 53211 
(414)332-1966 
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Review 


Only the 
Oracle Knows... 

(Continued from page 20) 

threatens the job security of every palmist 
and fortune teller at the fair (and all this 
from the comfort and safety of one’s own 
computer console). 

Weighing In At 12 Stones 

Ishido has both 3.5- and 5.25-inch disks 
included with the game (for those IBM 
owners out there who hate sending away 
for the other disk size). Of course, there is the ubiquitous Ac- 
colade copy protection secret decoder wheel, as well as a book- 
let by designer Michael Feinberg, entitled The Way of Stones. 
This handy little booklet details the fascinating origins of the 
game itself as well as the Oracle of the Stones. Finally, "ac- 
colades" (pun intended) are also due Accolade’s documentation 
for Ishido. In sharp contrast to their Strike Aces and Star Con- 
trol documentation, Ishido’s reference materials are thoughtfully 
presented, clearly illustrated and wonderfully complete. 

Gall Stones 

The sound in Ishido is limited (having a sound board is not a 


necessity to fully enjoying this game) 
and bears a bone-chilling resemblance 
to Chinese water torture each time a 
stone is placed on the board. While the 
music is nice when a 4-way match is 
garnered, players will probably opt to 
turn the sounds off before being driven 
insane by them. Another feature that 
could have been a far greater plus for 
the game is the on-line rules. These, 
alas, are not illustrated. Where a pic- 
ture is worth a thousand words, this for- 
tune cookie wisdom could also apply 
to adding some illustrations to the on- 
line mles. While not a huge minus 
without them, the mles would have 
been tmly "perfect" with the inclusion of some of the 
documentation’s illustrations done in those nice color graphics. 

Passing Stones 

Ishido is a puzzle of deceptive simplicity and a seemingly end- 
less array of possibilities for play. With visual elements that ap- 
peal to the imagination, the intellect and the aesthetic sense, 
Ishido offers a genuine challenge to the player’s strategy skills 
and powers of perception of the game’s "big picture." For both 
the novice and the master, Ishido provides a straightforward 
strategy game with a mystical undercurrent that is likely to 
amaze and amuse. 


^ The Ishido Ot-aole 

9 Will CDI ever ai'j'tve? 

— Better Tines — 

S A balanced, sincere, and 

conscientious attitude alto»s 
tensions to ease, and brings about 
„ Better Tines, He is cautious now to 
3 avoid arrogance, and naintains a 
3 slMple and hUMble demeanor. 

— No light stones or dai'k stones — 
The titie is auspicious. He is in an 
eKcellent position to cai-ry out his 

9 own plans successfully, or help 
others to achieve their goals. 


Save I 


m 


Exit 


PORTINIUM' 


PORTINrUM” combines personal goals and global 
concerns along with conventional technology to create 
an unparalleled fantasy world where time travel is 
commonplace. To assist you in achieving your goals 
you will begin with a character, espionage unit, division 
and city in each of the four known ages. This provides 
you with the ability to play in all time periods 
simultaneously. Technology in each age is readily 
available and can be implemented in other ages through 
research and training. The struggle to become a 
dominant player and the cooperation required to solve 
global problems creates an unprecedented challenge 

...PORTINIUM". 

mmumHomoNs" 

P. O. Box 9897 
Spokane, WA. 99209-9897 
(509) 325-6941 



100% cxKnputer moderated play-by-mall game 
Quality laser graphics 

Turn newsletter includes personal ads, game tips ar>d 
exquisite artwortc 

Time travel possible at game start 
1 5000 sectors to explore in each of the 4 krxiwn ages 
Espionage units aixl divisions are divided into Air, Land ar>d 
Ice 

Unique character generation utilizing 1 5 distir>ct abilities 
4 character classes: Kir>g, Fighter, Philosopher and Swindler 
1 2 character types available 

Scientists provide research and development capabilities 
Conventional attack arxi defense items vary from primitive to 
futuristic 

Over 350 attack and 250 defense items available 
Over 500 special objects available 

Personal interaction and communication incorporated into 
game play 

Up to 75 players in each game 

O^ 140 native life forms creatir>g over 1400 indigenous 
barxi types 

Over 4500 irxiigerxxis barxts roam freely through each 
krx>wn age 

Available December 31 , 1 990 

Game turns: $10.00 per turn (2 week turn arourxl time) 

Initial start up kit; $25.00 
IrKludes; 

Two free game turns 

High gloss instruction manual (1 26 pages) 

Tutorial 

Start up packet for player positions 
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^Master 23rd 
” Century Tactical 
Warfare. 


W Fight Alone or 
^ Command a 
FireteamofUpto 
16 Units. 


gJOver 30 Combat 
Vehicles With 
35 Different 
Weapon Systems. 


I B l Realistic 
^ Line-of-Sight 

I^Go Head >to-Head 
With Opponents 
■ Via Modem or 
Direct Cable 
Connection. 


@ Build Your Own 
Forces Using a 
Standardized 
Point System. 


m Uncover Hidden 
^ Artifacts as You 
Patrol Planets 
Across the 
Galaxy. 


Sim Systems 


FIRETEAM 2200 is a game of tactical combat between armoured air and ground units set in the 
23rd Century. Mega>Corporations have the wealth and technology to colonize the worlds orbiting 
distant suns. But finding a rich new world to colonial Is easier than keeping it. That’s where you 
come in. 

n HOWTOORDER: 

Phone with Visa/MC/Check 1-800-322-8471, Mon-Fri, 8am-5pm Pacmc Time. 
pm IBM and compatibles 5.25" version $49.95 (3.5" available). 

bSi Amiga Version Available Soon! 

Scrmn shot raprMwiti IBM vmlon. FlraTmm 2200 1« a Tradwrauk of SimSystama. IBM and Amiga ara registerad trademarks of Intamalional Businese 

Machinas Corporation and Commodora Elaclronica Ud„ raepactivaly 




Pcpccrn Net 
Included III 

(Continued from page 37) 

wood and filth looks like filth. People, too, look like people — and 
what’s more. Access has cast models who look just right for their 
roles. The VQA/MCGA-only graphics are a triumph, and the 
animation (especially in Mason’s non-interactive flashbacks) is im- 
pressively fluid. 

Countdown is a joy to watch, it is also a joy to listen to. The 
potential of RealSound speech and sound effects is still some- 
what underutilized, no doubt due to memory drain (as it is. 
Countdown comes on eight disks), but where sounds are used 
they are very effective. The music track makes the most of an 
AdLib board, if you’ve got one. (Several other boards are suf>- 
ported as well.) 

Playing Countdown is a shocking sensual experience, not un- 
like putting on glasses for the first time when one has needed 
them for years. Compared to Countdown, Sierra’s various 
Quests are mere cartoons; Countdown is a feature film. 

Countdown Rundown 

Of course, the best graphics in the world mean nothing if a 
game is no good as a game. One has to be able to get from 
scene to scene, preferably in an entertaining way. Does 
Countdown offer anything, one may well ask, from this perspec- 
tive? 

It does. Much as in Mean Streets, gameplay is divided between 
exploring locations and conversing with characters. (Mean 
Streets' extraneous flight simulator has been eliminated.) Both ac- 
tivities are menu-driven. While exploring, a typical roster of adven- 
ture game commands is available ("look," "open," "move," "get," 
etc.); while conversing, one chooses among ’approaches’ such 
as "pleasant," "hassle," and "bluff." The computer supplies the ac- 
tual dialogue, which is usually clever, or interesting, or both. 

In Mean Streets, one had to keep a pencil-and-paper list of key 
words and names for use in later interrogations. Here, the com- 
puter keeps the list for the player, and even indicates which sub- 
jects a given character has already been asked about. This 
eliminates, in one move, all the processes that made Mean 
Streets a test of one’s patience. No longer does one have to 
worry about keeping notes and spelling everything correctly. 
Players are free to enjoy the story without the game mechanism 
intruding. 

It may be argued that, list or no list, one still has to ask 
everyone about everything, and that it is still tedious; but this is 
not so. Not that one doesn't have to run through the list of 
names with each new character— late in the game, some of 
Mason’s contacts will answer literally dozens of questions. It’s 
simply that it never becomes tedious. 

Each character has information to produce and produces it in 
an interesting fashion. Almost any question one can ask yields 
an interesting answer. This isn’t a technical innovation. It’s simp- 
ly good writing. 

Similarly, one might complain that it is too difficult to guess 
what approach to use to get a given character to talk. Is it 
’Pleasant-Hassle-Hassle’ with Doctor Hashish, or is it ’Hassle- 
Pleasant-Bluff? Will the sympathetic guard respond to ’Help>-Help>- 
Help,’ or does one need to throw in a ’Hassle’ somewhere? 
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In practice, 
however, find- 
ing the 
proper ap- 
proach is not 
a hit-or-miss 
proposition. 
The game 
provides hints 
both through 
the charac- 
ters’ dialogue 
and through 
their 

animated fa- 
cial expres- 
sions. An observant player can tell when he is pushing too hard, 
or not hard enough. (Cautious players can always save before an 
encounter and restore afterwards if they are unsuccessful.) This 
psychological sparring is half the fun of the game. 

The other half is, of course, the puzzles, which rarely reach the 
lunatic height, say, of Infocom’s, but which are satisfying never- 
theless. There are only two ‘ordering’ puzzles in the game, one of 
which is the disarming of the bomb— many find such puzzles a 
mindless nuisance, but two per game is certainly tolerable. 
Similarly, there are a few situations which depend on one’s 
precise timing (the catapult puzzle is one such), but not so many 
as to frustrate less coordinated players. 

The remainder of the puzzles are challenging but always believ- 
able. There are no magic spells here, no easy ways out, only dif- 
ficult situations and ordinary tools. Character Interaction takes 
precedence over gadgetry (what an idea!) and the puzzles are 
usually solved by quick and clear thinking rather than some silly 
manipulation of objects. 

This realism in the puzzles matches the realism in the graphics, 
and both combine to create a consistent story and atmosphere 
that really does feel like a spy thriller. One can easily imagine 
Countdown as a film— very little would have to be changed. 
There are sets, there are characters, there are incidents, there’s a 
climax . . . and there is also interactivity, making Countdown a 
candidate for the best marriage of cinema and gaming yet seen. 

The only drawback, one must recall, is that the story is so 
familiar. Of course, however, if one really thinks about it, even hit 
films such as this year’s Die Harder, Goodfeiias and Ghost lack 
something in the way of plot originality. Think: what was the last 
truly original James Bond movie? (Dr. Ho, no?) If nothing else, 
lack of originality gives Access something to aim for next time. 

Sugar and Spies 

Countdown is a wonderful game. It’s gorgeous, it’s loads of 
fun, it’s substantial (eight disks will keep even the sharpest 
player busy for a while), and it’s profoundly cinematic. It is an 
MS-DOS showpiece if there ever was one. Indeed, it is a reason 
to upgrade to a VGA/soundcard system if there ever was one. 

Those who think this reviewer is overstating the case and might 
even own stock in Access (since one isn’t used to reading super- 
latives under this by-line) are invited to express their disagree- 
ment. The only catch is that one must play the game first. Once 
you do that, I know you’ll be hooked. 

Trust me— out of the host of amnesia games players have suf- 
fered through over the years. Countdown is memorable. CGW 
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Play the computer with 5 levels of ability from 
sergeant to field marshal. Select from a library 
of battle formations or make your ou'n. 


Play 

Traditional 

and 

Tournament 
rules, 
including 
Silent 
Defense, 
Aggressor 
Advantage 
and Rescue. 
Comes with 
multiple 
piece sets. 


Enjoy three game boards: original, classic 
and modem. Stratego has single battle or 
3-battle campaigns — even digitized sounds. 


The greatest 
battlefield 
strategy 
game of all 
time!’ 


Actual game screens from IBM PC and Mac II 
Stratego © 1990 Milton Bradley Co. 

Hausemann & Hotte N.V., 


Ishido™ summons 
forth The Way of 
Stones and returns it 
to the world after 
thousands of years. 
This ancient game and 
beautiful puzzle recalls 


The intensity 
of combat. 
The serenity 
of stones. 
Two diverse 
philoso- 
phies of 
gameplay 

that share a common 
— superlative strategy. 
Stratego® captures all 
the thrill of the 
classic battlefield board 
game from Milton Bradley. Now, 
there are more options, choices and 
features. Deploy your army, plan 
your advance, attack and capture 
the enemy flag. One 
match against the 
computer, and you’ll 
see why Stratego is 
called “the greatest 
battlefield strategy 
game of all time.” 







... a first-class 
strategy game 
in the ‘minute to 
learn, a lifetime to 
master’ tradition.” 

-MacUser . 


Play a power game to amass points and 
compete against the clock. Play for elegance, 
meditating over each move like a true master. 


the depth of chess and the simplic- 
ity of Go. Call upon your deepest 
powers of concentration to match 
72 stones on a board of 96 squares. 

Stratego and Ishido. The finest 
strategy games the world has ever 
known, brought together by quite 


sions of the game. Other versions may vary, 
nufactured under license with 
sterdam, Netherlands. 


As you merge with Ishido's many possi- 
bilities, you'll discover why, to some, The 
Way of Stones is more than fust a game. 


See if 
you can 
empty the 
pouch and 
discover 
the secret 
of 4-Ways- 
Let the 
oracle 
reward 
you with 
ansuers 
to your 
innermost 
questions- 


an uncommon 
bond — Accolade . 
How to order: 
sit your favorite 
or call 1-800- 

245-7744. 


vr"r"r^i \r\rz 

The best in entertainment software.™ 
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Sneak Preview 


Ode to Nobunaga 

KoeVs Nobunaga’s Ambition II 

by Wyatt Lee 



may cover everything from building 
dams for flood control to offering an al- 
liance or from developing the town to 
generate more potential income to train- 
ing one’s men for war. Piayers can 
develop their fiefs and later, their 
kingdoms into self-supporting economies 
or try Keynesian economics by borrow- 
ing gold to finance their military cam- 
paigns. Most of this was possible in the 
original Nobunaga's Ambition, but 
Nobunaga's Ambition II makes the 
process even more challenging. Now, as 
in Genghis Khan and Bandit Kings of 
Ancient China, players must invest 
Body Points (numerical attributes 
equivalent to strength and constitution) 
in order to accomplish the tasks called 
for in the administrative process. 


W hen Koei first opened 
its (J.S. offices and in- 
troduced its first two tit- 
les, Nobunaga’s Ambition 
and Romance of the Three 
Kingdoms, one staffer could 
never quite get the name of 
the former correct. He called it 
"Nobunaga’s Revenge." With 
Nobunaga's Ambition II, that 
staff member may be right. 

Whereas, in the first game, 
many of us successfully fol- 
lowed in Oda Nobunaga’s 
footsteps and managed to 
unite the warring fiefdoms of 
16th Century Japan under his 
shogunate, those who play 
Nobunaga's Ambition II have 
a tougher task before them. 

Not only are the rival daimyos 
(when you are playing com- 
puter opponents instead of 
human opponents) more ruth- 
less, but players must budget 
their attribute points (as in Gen- 
ghis Khan) and pay attention 
to the role of leadership and 
delegation of authority (as in 
Bandit Kings of Ancient 
China). With this greater chal- 
lenge to face, Nobunaga's Ambition 
players may well refer to Nobunaga's 
Ambition II as "Nobunaga’s Revenge" in 
a pleasantly contrasting manner to the 
way tourists to Mexico remember Mon- 
tezuma. In other words, this game has 
lasting play value. 


Management Secrets of 
Nobunaga 


Those who have never played a Koei 
game before will need to know that these 
games use a menu-driven interface which 
is pregnant with options, decisions and 
conundrums. Using the keypad or num- 
bered keys, players cycle through nine 
different menus in order to make ad- 
ministrative decisions. These decisions 



Players are even called upon to make 
those difficult human decisions. Various 
ronin (masterless samurai) appear from 
time to time and attempt to pledge fealty 
to the player’s daimyo (a feudal leader 
roughly equivalent to a baron in Western 
culture). Does the daimyo trust him 
enough to accept him? What if the 
daimyo trusts him with a group of men 
and he decides to strike off on his own 
and terrorize the outlying boundaries of 
the fief? After conquering another fief, 
the player will have to decide what the 
daimyo will do with regard to the cap- 
tured samurai: behead them, release 
them or recruit them. After all, there is al- 
ways the chance that the recruited 
samurai will either defect to a neighbor- 
ing daimyo or turn on the daimyo in the 
next battle. 

Whereas the original Nobunaga's Ambi- 
tion allowed players to make the 
decisions for each fief controlled on a 
seasonal basis, Nobunaga’s Ambition II 
allows them to make the decisions on a 
monthly basis (and three decisions per 
month, at that). Should the player decide 
to send his daimyo and/or samurai to 
war, play shifts to a tactical battle map. 

The battle map is a high-resolution tacti- 
cal depiction of mountains, forest, plains, 
rice paddies, hills, bodies of water, towns 
and castles. Each samurai has a counter 
reminiscent of those in board wargaming, 
representing the number of men that 
leader commands. These are placed on 
the map. Then, tactical commands are 

(Continued on page 83) 
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Challenge the Future! 


Lead your squad of space marines into man-to-man 
combat in alien jungles, man-to-alien combat 
aboard hostile spacecraft, and wherever else your 
imagination can take you! 

Omnitrend’s classic tactical wargame now has a new 
look and an improved player interface! 

Colorful graphics! Rich sound (IBM version supports 
AdLib, CMS and Roland)! Role-playing missions 
with intelligent opponents! 


Link missions together into campaigns within 

Breach 2 and other games with Omnitrend's Inter- 
locking Game System! 

Now FOURTEEN built-in scenarios! And more avail- 
able! Or build your own with the complete Scenario 
Builder included! 

Omnitrend’s Breach 2for the IBM/Tandy, Amiga and 
Atari ST! Now from Mindcraft! 

Now better than ever! 
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MNDCRAFT 


Breach 2 is now available at your favorite retailer, or order direct 
from Mindcraft at 1-800-525-4933. 


Actual photos from the IBM/VGA version. Other versions may vary. 
Breach 2 is distributed by MicroProse Software, Inc. 
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Sneak Preview 


Power Hungry 


A Sneak Preview of Electronic Arts* Powermonger 

by Johnny L Wilson 




Also, weather is not only vividly 
portrayed, but has an effect on the action 
(i.e. food is consumed more rapidly in 
winter to reflect scarcity and movement 


Powermonger is Populous 
from a rational perspective. A[>- 
pearing initially on the Amiga 
with the MS-DOS only slightly be- 
hind, Powermonger is an icon- 
driven, real-time strategy game 
"played" across a three^imen- 
sional environment which can be 
rotated and magnified at will. It 
is not only an intriguing solitaire 
game, but offers additional play 
value for two players via modem. 


The concept of the game is 
that the player assumes the role 
of a a tribal leader whose 
homeland was destroyed by an 
earthquake of Brobdingnagian propor- 
tions. It is the player’s job to see that 
new worlds are explored, settled and, 
sometimes, conquered in order to pro- 
vide for the quality of life which his/her 
people deserve. In fact, it is not even a 
chauvinistic game. Queries (a function 
which potentially offers a pop>-up window 
to describe every person by name, as 
well as every tree, corpse, workshop, 
building, village and castle in the game) 
will often turn up female warriors, as well 
as males, complete with weapon in hand 
and ready to perform the tribal lord’s bid- 
ding. 


Players explore the huge world of 
Powermonger, one landscape at a time 
through the complete 195 territories. In 
Powermonger, the landscapes not only 
look more realistic than those in 
Populous (which were inspired by 
Lego™ pieces), but feature some delight- 
ful special effects like flushing pigeons 
out of trees and having tree stumps 
remain after logging has been done. 


is slower). Powermonger also 
features outstanding sound ef- 
fects to portray sheep bleating, 
the wind blowing, swords clash- 
ing and men dying. The artistic 
touches are...well...poit)er/ul. 


Around The World In 
Eighty Ways 


The artistic touches alone are 
not enough to convince one to 
purchase this game, however. It 
is the fact that the game offers a 
huge strategic challenge each 
time it is played, plus the fact 
that it is replayable. Since the 
computer opponents react dif- 
ferently according to the player’s 
decisions, this creates a different 
environment for each replay. 

One game, the player may opt 
to try to use "Trade" to win the 
world. Another game, he/she 
may opt for straight-ahead con- 
quest. Yet another game, he/she 
may opt for a "scorched earth" 
approach to conquest. Since the 
game scales the artificial op)- 
ponents in reaction to the 
player’s posture and actions, the 
game is dynamic enough to offer 
new challenges with each playing. 


Further, the artificial opponents will set 
their technological tendencies differently 
according to the default abilities of their 
populations and the natural resources 
available on their landscape. Since 
Bullfrog designed each landscape to 
have its own personality, part of the chal- 
lenge of the game is for the player to 
learn to Judge the potential of each 
landscape. The player learns to respond 
to the environments which he or she is 
confronted with. 


The dipiomatic posture established by 
the player also enters into how the tribe 
will be received. A passive posture will 
usually allow the tribe to enter into an al- 
liance easier, but this must be balanced 
against the tribe’s potential for mnning 
away from an unexpected battle. The 
neutral posture, of course, allows a tribe 
the flexibility for either war or trade. In ad- 
dition, there is a chance of wooing some 
of the enemy to the player’s side, thus 

(Continued on page 52) 


O ne of the animated 

television series based on 
a line of toys (action 
figures) used to begin with the 
hero wielding a tremendous 
sword, voicing a standardized in- 
vocation and closing with "1 have 
the power!" In the latest game 
from Bullfrog, the British 
developer for Electronic Arts 
and creators of the enormously 
successful Populous, players get 
to "have the power" in many 
ways: conquest, trade and politi- 
cal alliance. 
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Asteroids are hurtling by. Enemy photons are de- 
stroying the rear deflectors. Engines strain as they 
reach critical mass. Suddenly you hit the retros, loop 
around, and fire with everything you've got. 

And what kind of awesome, breath-taking music 
is your computer playing? "Bleep, bop, beep." Pretty weak, eh? 

Well listen up. Because now there's the Ad Lib Music Card. 

It's the digital music synthesizer that's conquering the final frontier 
of truly realistic game playing-totally ear-blasting sound. 

Confront the dark overlord, and Ad Lib's 11-piece orchestra 
will back you up with gutsy, heart-swelling music. And if you meet 


an untimely death, rest assured that Ad Lib's funeral dirge will bring 
tears to the eyes of your loved ones. 

In fact, the Ad Lib sound is so hot, major game developers are 
now designing dozens of new adventures with special soundtracks 
just for the Ad Lib Music Card. 

Call us at 1-800-463-2686 for the name of your nearest 
dealer, for more information, and for the ever-growing list 
of major game titles with spectacular Ad Lib soundtracks. 

Add the missing dimension to your games with the 
Ad Lib Music Card. From a solo to a symphony. Ad Lib's 
music makes the adventure come alive. 


AdLi 


New 

Compatible 

Games. 


Here are just some of the 
hottest new computer games 
designed for use with the 
Ad Lib Music Card: 


Davidson's 

NEW Math Blaster Plus 


Electronic Arts' firdderbund's 

PGA TOUR'^ Golf WolfPack 


The Learning Company's 
Super Solvers 
Treasure Mountain! 


Titus' 

Wild Streets 


System requirements: IBM PC, XT. AT, or compatible with 256K RAM, DOS 2.0 or higher, CGA, EGA, or monochrome graphics adaptor, and headset or external speaker. 
® 1990 Ad Lib. Ad Lib is a registered trademark of Ad Lib Inc. IBM is a registered trademark of International Business Machines Corporation. 
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The Categories 

Strategy (ST): Games that 
emphasize strategic pianning 
and probiem-soiuing. 

Simulation (SI): Games based 
on first-person perspectives of 
real-world environments. 

Adventure (AD): Games that 
allow you to take an alter ego 
through a storyline or series of 
events. 

Role-Playing Adventure (RP): 
Adventure games that are 
based on character 
development (usually 
involving attributes). 

Wargames (WG): 
Simulations of historical or 
futuristic warfare from a 
command perspective. 

Action/Arcade (AC): 
Computer games that 
emphasize hand-eye 
coordination and reflexes. 

Games are often listed in more 
than one category. In this 
case, the first listed category is 
considered primary. In order 
to be recognized as the 'Top 
Game" in a given category, a 
game must be listed as being 
primarily of that specific type. 


Top Role-Playing 



Top Simulation 



THE TOP TEN GAMES 


No. 

Name 

Source 

Machine(s) Cat. 

Avg. # 
Resp. 

Rating 

1. 

Thdr Finest Hour 

LucasFilm 

Am, I, ST 

AC,S1 

97 

10.46 

2. 

Railroad Tycoon 

MicProse 

I 

ST 

71 

10.42 

3. 

Ultima VI 

Origin 

I 

RP 

68 

9.85 

4. 

Wings 

Cnmaware 

Am 

AC 

29 

9.79 

5. 

Ishido 

Accolade 

Am, I 

ST 

20 

9.75 

6. 

Silent Service 11 

MicProse 

I 

SI 

34 

9.71 

7. 

Harpoon 

Three-Sixty 

Am,I 

WG 

68 

9.69 

8. 

SimCity 

Maxis 

Many 

ST,SI 

126 

9.66 

9. 

M-1 Tank Platoon 

MicProse 

Am,I 

SI,WG 

67 

9.60 

10. 

MechWarrior 

Activision 

I 

SI,RP 

53 

9.27 


No. 

Name 

Source 

Machine(s) 

Cat. 

Avg. # 
Resp. 

Rating 

11. 

Populous 

EA 

Am,l,ST 

ST 

115 

9.13 

12. 

Hero’s Quest 

Sierra 

Am,l,ST 

AD,RP 

54 

9.12 

13. 

Red Storm Rising 
Battlehawks 1942 

MicProse 

C,1,ST 

SI 

73 

9.09 

14. 

LucasFilm 

Arn,l,ST 

AC, SI 

86 

9.05 


Ultima V 

Origin 

Ap,l 

RP 

97 

9.05 

16. 

Lords of Rising Sun 

Cnmwre 

Am 

AC, ST 

53 

9.01 


Wasteland 

EA 

jV.C.l 

RP 

119 

9.01 

18. 

Second Front 

SSI 

WG 

37 

9.00 

19. 

Space Quest ill 

Sierra 

Am,l,ST 

AD 

34 

8.97 


Sword of Aragon 

SSI 

Arn,l 

WG,ST 

45 

8.97 

21. 

Romance/3Kngdms 

Koei 

Arn,i 

ST,RP 

31 

8.96 

22. 

Overrun 

SSI 

Am,Ap,C 

WG 

24 

8.93 

23. 

Falcon 

SpcHolo 

Many 

1 

Si 

62 

8.90 


Starflight 2 

EA 

RP 

62 

8.90 

25. 

Bard’s Tale III 

EA 

Ap,C 

RP 

61 

8.89 

26. 

Dragon Wars 

Interplay 

/Ai.C.I 

1,M 

RP 

30 

8.87 


NFL Challenge 

XOR 

ST 

86 

8.87 

28. 

Indian^olis 500 

Might G Magic II 

LriX Attack Chopper 

EA 

Am,l 

SI 

29 

8.86 

29. 

NewWorld 

Ap,C,l 

RP 

54 

8.81 

30. 

EA 

AC 

25 

8.80 


The Magic Candle 

Mindcraft 

Ap.C.l 

RP 

43 

8.80 

32. 

Project Stealth Ftr 

MicProse 

C 

SI 

29 

8.79 

33. 

Battletech 

Infocom 

Am.I.ST 

RP 

48 

8.77 


Leisure Suit III 

Sierra 

Arnj 

AD 

47 

8.77 

35. 

Airborne Ranger 

MicProse 

C.l.ST 

AC 

74 

8.76 

36. 

Bandit Kings 

Battles of Napoleon 

Jack Nick Unlimited 

Koei 

Am,l 

ST,RP 

28 

8.75 

37. 

SSi 

Ap,C,l 

WG 

30 

8.73 


Accolade 

ST 

26 

8.73 

39. 

Battlechess 

Interplay 

Many 

ST 

62 

8.72 

40. 

Action Stations 

CnfIctAn lytic 

WG 

22 

8.71 


Breach 2 

Omnitrend 

Am,l,ST 

ST,RP 

29 

8.71 

42. 

Neuromancer 

Interplay 

Many 

Am,f 

AD 

33 

8.70 


Nuclear War 

New World 

ST 

41 

8.70 


Secret of SIvr Blades 

SSI 

C64,l 

1 

RP 

47 

8.70 

45. 

F- 1 5 Strk Eagle 2 

MicProse 

SI 

58 

8.69 

46. 

Curse of Azure Bonds 

SSI 

Ap,C,l 

RP 

70 

8.67 


Sword of Samurai 

MicProse 

ST,RP 

40 

8.67 


Typhoon of Steel 
Ballistyx 

SSI 

Ap,C 

WG 

43 

8.67 

49. 

Psygns 

Toolworks 

Am,ST,l 

AC 

20 

8.65 


Chessmaster 2100 

Many 

ST 

44 

8.65 


Indy; Adventure 

LucasFilm 

Am,l 

AD 

29 

8.65 


Zany Golf 

EA 

Am.l.ST 

AC 

31 

8.65 

53. 

Gretzky Hockey 

Bethesda 

Am,l 

AC,ST 

36 

8.62 

54. 

Pool of Radiance 

SSI 

Many 

RP 

116 

8.61 

55. 

Champs of Krynn 

SSI 

Ap.C.I 

RP 

65 

8.60 
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Top 100 Games 


THE HALL OF FAME 


The Games in 
CGW’s Hall of 
Fame Have Been 
Highly Rated by 
our Readers 
over Time. 
They are Worthy 
of Play by All. 


Bard’s Tale I 
Chessmaster 
Dungeon Master 
Earl Weaver Baseball 
Empire 

F19 Stealth Fighter 
Gettysburg 
Gunship 
Kampfgruppe 


Mech Brigade 
Might & Magic 
M.U.L.E. 
Pirates 
Starflight 
Ultima in 
Ultima IV 
War in Russia 
Wizardry 




No. 

Name 

Source 

56. 

King’s Quest IV 

Sierra 

57. 

Genghis Khan 

Koei 


It Came From Desert 

Cnmware 

59. 

Future Wars 

Interplay 

60. 

Carrier Command 

MicroPlay 


DeathTrack 

Activision 


Panzer Strike 

SSI 

63. 

A- 10 Tank Killer 

Dynamix 

64. 

Manhunter 2 

Sierra 

65. 

TV Sports Football 

Cnmwre 

66. 

Wings of Fury 

Brodbnd 

67. 

Strike Fleet 

EA 

68. 

Fire Brigade 

Panther 

69. 

Rocket Ranger 

Cnmwre 

70. 

Modem Wars 

EA 


Police Quest II 

Sierra 


TV Sports Basketball 

Cnmwre 

73. 

688 Attack Sub 

EA 


Drakkhen 

Data East 

75. 

Flight of Intruder 

SpecHolo 

76. 

Manhunter 

Sierra 

77. 

Centurion 

EA 

78. 

Police Quest 

Sierra 

79. 

Starglider II 

Rainbird 

80. 

Jack Nick 18 Holes 

Accolade 


Three Stooges 

Cnmwre 

82. 

Leisure Suit Lry II 

Sierra 

83. 

Loom 

LucasFilm 

84. 

Abrams Battle Tank 

EA 

85. 

Colonel’s Bequest 

Sierra 

86. 

Tetris 

SpcHolo 

87. 

Conquests of Camelot 

Sierra 


Vette! 

SpcHolo 

89. 

Shiloh 

SSI 

90. 

Knights of Legend 

Origin 

91. 

Speedball 

Cnmware 

92. 

Nobunaga’s Ambition 

Koei 


Russia 

SSG 

94. 

Sentinel Worlds 

EA 

95. 

Test Drive II 

Accolade 

96. 

WC Leader Board 

Access 

97. 

Breach 

Omnitmd 

98. 

Jordan vs Bird 

EA 

99. 

Codename: Iceman 

Sierra 


Prophecy 

Activision 


Machine(s) 

Cat. 

Avg. # 
Resp. 

Rating 

Many 

AD 

58 

8.59 

ST,RP 

34 

8.54 

Am, ST 

AD 

36 

8.54 

Arn,l 

AD 

24 

8.53 

Am,l,ST 

AC,WG 

49 

8.51 

1 

AC 

29 

8.51 

Ap,C 

WG 

68 

8.51 

I 

SI 

39 

8.46 

Am, I, M, ST 

AD 

31 

8.42 

Am,I,ST 

AC,ST 

50 

8.39 

Ap 

AC 

52 

8.38 

iV,C,I 

Many 

Am,ST 

WG 

79 

8.37 

WG 

30 

8.34 

AC,AD 

75 

8.32 

C,I 

ST 

24 

8.29 

!,GS,ST 

AD 

39 

8.29 

Am,I,ST 

AC,ST 

33 

8.29 

Arri,l 

SI,ST 

59 

8.27 

Am,I 

RP 

32 

8.27 

I 

SI 

25 

8.26 

Many 

I 

AD 

72 

8.25 

ST 

49 

8.24 

Many 

Am,LST 

AD 

98 

8.23 

AC 

65 

8.22 

Am,C,I 

AC,ST 

28 

8.21 

Am,C,GS 

AC 

68 

8.21 

Many 

AD 

52 

8.20 

Am,r 

AD 

38 

8.18 

I 

AC,SI 

31 

8.16 

Am,I 

AD 

28 

8.14 

Many 

Am,LST 

AC,ST 

46 

8.13 

AD 

33 

8.12 

I 

AC 

26 

8.12 

Ap,C,I 

WG 

54 

8.09 

-«i,C,l 

Many 

RP 

26 

8.08 

AC 

35 

8.06 

Am/ 

ST,RP 

40 

8.05 


WG 

61 

8.05 

RP 

71 

8.04 

Am,C,l 

AC 

42 

8.02 

Many 

AC,ST 

97 

8.00 

Many 

ST,RP 

114 

7.98 

Many 

Am,f,ST 

AC 

47 

7.96 

AD 

32 

7.92 

I 

AC,AD 

32 

7.92 


Top Strategy 



Top Action 




Top Adventure 


Top Wargame 
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Review 


Sic Transit Gloria Mundi 

(Thus Passes the Glory of the World) 


Accolade* s Stratego 

by Alan Emrich 


TITLE: 

Stratego 

SYSTEMS: 

IBM, Macintosh 

PRICE: 

$49.95 

DESIGNER: 

Ken McLeod 

PUBLISHER: 

Accolade 


San lose, CA 







M ost people here in 
the States don’t 
know much Latin. 

For them, the classic 
phrase about the in- 
evitability of defeat ("Sic 
transit gloria mundi") 

might as well be trans- 

lated, "If you’re sick Mon- 
day, don’t transit to work but glory in a game of Stratego." Ac- 
colade has definitely connected with the computer solitaire strategist 
crowd, and their digitized version of Milton Bradley’s classic 
boardgame delivers plenty of goods, including a computer opponent 
tough enough to send some of your previous glory packing on some 
kind of mass transit. 


; s'lii.-vi B.o 
“I ■ _J ■ 


Identical Armies 

The computer version of Stratego stays very true to its boardgame 
roots. The board and pieces have remained unchanged in their form 
and function, as have the standard rules of play. Through the cour- 
tesy of computer magic, however, different styles of pieces and dif- 
ferent looks for the game board are available to players. Players can 
opt for high-resolution "plastic"-looking pieces or decide instead on 
brownish "stone"- or "wood"-looking sets. The board can be set in 
either the terrain<overed standard map or be switched to the stylized 
modern or sterile classic boards. After experimenting with all of the 
different piece/board combinations, the standard pieces on the stand- 
ard map really look the best and, honestly, the game would not have 
suffered much with the loss of these "gee whiz" graphics for the map 
and pieces. 

Yes, War Has Rules! 

The standard rules are those from the Milton Bradley version 
game from start to finish. It is the subtle additions and new tourna- 
ment-level rules which makes Accolade’s Stratego a worthy pur- 
chase consideration. Experienced Stratego players will embrace 
these variations as bringing new life and challenge into a long-time 
favorite game. 

Added as variants to the standard rules are the Scout Attack and 
Defender Moves options. When using the Scout Attack rule. Scouts 
can end a multi-square move with an attack on any adjacent enemy 
piece. This makes them much more useful for their reconnaissance 
work. The Defender Moves option simply places victorious defending 
units in the losing attacking unit’s square, rather than having it stay 
in place. This creates some interesting circumstances on the game 
board, and can quickly break open stalemated sections of the front. 

Stratego' a #1 Piece 

What puts the value in the game box, however, are the Tourna- 
ment Rules. While there are only three of them, their impact is consid- 
erable and will greatly alter a player’s strategies during play. When 
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first learning these rules, the computer will obligingly give players a 
well-deserved lesson in hard knocks as to their correct application. 

The Aggressor Advantage rule gives tie battles to the attacking 
player. Thus, a "3" versus "3" battle will be won by the player initiat- 
ing it. Now, Spies are not the only Field Marshall stalkers around, 
since the other Field Marshal can just as safely dispatch the enemy! 
Having a strength-piece parity on the board is no longer an as- 
surance that good defensive play will likely yield advantages to 
patient players. Now, aggressive play is rewarded with considerable 
potential advantages (to offset its risks). 


Looking For A Few "Old" Men 


The Silent Defense rule can also be considered something of a "fog 
of war" or "intelligence vacuum" situation. Here, the victorious piece 
does not discover the value of the enemy piece which it eliminated. 
Scouts still get the dirt on the enemy piece which destroys them, but 
one can never be quite sure of the "piece count" advantage when 
this option is in effect. There is a saying that there are many old 
(read cautious from experience) generals, and many bold generals, 

(Continued on page 68) 
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Sneak Preview 


Power Hungry 

(Continued from page 46) 

having some added population left to be 
productive after the battle when using a 
neutral posture. In some cases, though, 
one must simply use the hostile or ag- 
gressive posture in order to help insure 
that the tribe’s warriors will be thorough 
in their conquest. When using the latter 
posture, one should expect to see plenty 


of animated angels departing the field of 
battle in order to depict the total annihila- 
tion of the enemy. One can also expect 
the next enemy confronted to be less like- 
ly to deal from a neutral posture when 
fighting the player’s tribe. The checks 
and balances in Powermonger are mar- 
velous to observe. 

Power Lunch 

Food is the primary balancing element 


in the game. Naturally, should a tribe run 
out of food, there will be a high desertion 
rate among the military. Also, should a 
tribe not be generous enough with the 
conquered villages and towns, they are 
likely to revolt against them. As an aside, 
one can readily see that animal rights ac- 
tivists are not going to like the role of 
sheep in Powermonger. In this game, 
sheep exist simply for the purpose of 
being slaughtered for food. 

There is an ecological message to the 
game, however. Should the player’s tribal 
leader order his followers to exploit the 
environment too much, it can have larger 
consequences. For example, players can 
order their tribes to attack any living 
thing. This includes trees. By reducing 
forests to stands of tree stumps, the 
player’s tribe can limit a village’s (or 
town’s) capacity for improving weapons, 
defenses or the economy through technol- 
ogy. Should the player’s tribe resort to 
this tactic too often, however, the loss of 
forested land will create a correlative 
reduction in temperature. 

With reference to the temperature, a 
caveat may be welcome here. Since food 
is such a premium in the game and it 
takes almost twice as much food to feed 
the tribe during the winter, it is advisable 
not to travel, invent, or fight during the 
winter (particularly, during snowstorms). 

In this way, more resources will be 
cached away for future and more 
profitable use. Again, the game is verg 
good at using checks and balances such 
as these. 

Power To The People 

Powermonger, then, is more than a 
real-time wargame. Its use of artificial per- 
sonalities for both the individual 
landscapes and computer opponents in 
the game, as well as 
economic/diplomatic trade-offs make it a 
multi-faceted strategy game. For those 
who take the time to observe what is hap- 
pening in the game, it is a dynamic 
treatise on the human capacity for ag- 
grandizement and the potential conse- 
quences therein. For those who simply 
want the challenge of a fast-playing 
strategy game that offers both cerebral 
and aesthetic stimulation, Powermonger 
appears to provide literally hundreds of 
hours of play. 

One word of caution, however, is in 
order. Powermonger has even more ad- 
dictive qualities than Populous. In fact, 
Powermonger players just might be- 
come infected with what our editorial 
staff has repeatedly observed and 
dubbed "PMS" or "Powermonger 
Syndrome," an overpowering urge to 
relentlessly conquer all one surveys. 
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Develop an^^preciation 
for the Qassics. 

In these days of “newer is better,” we at Interplay Productions would like to reintroduce 
you to the classics - timeless games that never go out of style. 

• Battle Chess - a SPA award winner for best graphics. 

• Neuromancer - a Best Role-Playing Computer Game 
Award winner from OMNI Magazine. 

• Dragon Wars - “Best Quest of the Year for 1989 
- possibly for many years to come. ” - Questbusters. 

• Future Wars: Adventures In Time - CompuServe 
Information Service simply called it “a perfect game.” 

Just play any one of these award-winning best sellers 
from the Interplay line and you’ll find yourself 
developing a real appreciation for the classics. 

Interplay is a registered trademark of Interplay Productions, Inc. Battle Chess, Neuromancer, Dragon Wars, and Future Wars: 
Adventures In Time are trademarks of Interplay Productions, Inc. 


^ Interplay Productions 


Interplay Productions 
3710 S. Susan, Suite 100 
Santa Ana, CA 92704 
(714)549-2411 





CHECKMATE is the most powerful and 
versatile chess program on the market. 
In head-to-head competition against 
Chessmaster 2100 & Sargon 4, CHECK- 
MATE proved to be the consistent 
winner! And with CHECKMATE’S ability 
to add strong moves to its library, it 
LEARNS AS IT PLAYS! 

STRONGEST CHESS PROGRAM ON 
THE MARKET 

Massive Opening Library Of Over 
300,000 Moves 




Special Easy-Play Mode For Beginners 
Infinite Play Levels 

Predicts Your Move & Shows Best Move 
Take- Back & Replay Moves 
Change Sides Anytime 

Play Solo, Face-to-Face, Or Watch 
CHECKMATE Play Itself 

LEARNS AS IT PLAYS By Adding Strong 
Moves To Its Library 

Menu-Driven 

Mouse Or Keyboard Entry 


2D & 3D Graphics 

View Board From Any Direction Or Angle 

Built-In Chess Clock 

Alter & Set Up Any Position 

Rate Your Own Play 

Consistently BEATS ALL OPPOSITION 



3710 S, Susan, Suite 100 
Santa Ana, CA 92704 
(714) 549-2411 


To order CHECKMATE, call 1-800-969-4263. Available on 
Amiga & Atari ST for $54.95. IBM coming soon. 

CHECKMATE is a trademark of Interplay Productions. Copyright 
©1990. Amiga, Atari ST, IBM. Chessmaster 2100 & Sargon 4 are 
registered trademarks of their respective holders. 




Review 



Castle Keep 

Interplay* s Checkmate 

by Jay Kee 


TITLE: 

Checkmate 

SYSTEM: 

Amiga 

PRICE: 

$54.95 

DESIGNERS: 

Chris Whittington 
and Andy Pennell 

PUBLISHER: 

Interplay Productions 
Santa Ana, CA 



The strength of its program- 
ming and aptitude for learning 
is what truly sets Checkmate 
apart from the crowded field 
of computer chess games. 


Top Of Its Class 


chess programs on the market (until now), finding them to be 
predictable once past their opening books and vulnerable to tac- 
tics that sacrifice pieces for positional advantages. Checkmate, 
however, is an altogether different story. It has routinely, almost 
disdainfully, overcome some of the classiest gambits in the 
hobby, game after game. Checkmate displays an amazing grasp 
of abstract tactical concepts, exhibiting an uncanny knack for ex- 
ploiting weaknesses with direct and aggressive attacks rather 
than relying on the conservative middle-game development 
favored by so many other chess programs. Further, it can learn 


According to the manual. Checkmate is the highest- 
rated chess program available for a personal computer 
(rated at over 2000 on the ELO scale, in the Candidate 
Master category). While the manual may certainly be somewhat 
biased in its evaluation (one has to watch those marketing 
guys!), there is absolutely no question in this reviewer’s mind 
that the program lives up to this claim. As a tournament player 
some years ago, this reviewer had plenty of opportunity to lose 
to people rated in the 1900 to 2000 range and knows how good 
a player has to be to achieve that high a rating. Checkmate has 
caused some deja vu. 


This reviewer has never had much trouble beating any of the 


O h, no! Not another chess program! Well, yes, but 
this one is different. It is tough, merciless, cun- 
ning, and unpredictable. In fact, it is (dare we say 
it?) almost human. Above all else, it is this near-human 
quality, this eerie sense that one is playing another per- 
son, that makes Checkmate such a remarkable chess pro- 
gram. 
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■ annons thunder, chariots race over grassy fields, and dragons 
hurl fireballs at opposing forces in the latest animated strategy 
game from Interplay Productions. Battle Chess II; Chinese Chess'", an 
ancient cousin to western chess, features stunning graphics, realistic 
sound effects, and more humorous animation than the original Battle 
Chess'". Watch as dragons toast hapless knights, counselors flatten 
pawns with enormous mallets hidden in their robes, and cannons 
merrily blast away at opponents cowering behind other pieces. Some 
of the many features included in Battle Chess II: Chinese Chess are: 

• A Strong Chinese Chess algorithm • Play by Modem 

• 2D & 3D viewing modes • Recommends best move 

• Multiple levels of difficulty • Show legal moves 

• Take back and replay moves 

With Battle Chess II: Chinese Chess, chess is no longer an 
abstract mental exercise. It is an entertainment that 
will prove the words of the famous Oriental 

Philosopher/Chef Kung Pao who i ✓/ 

said “War is fun!” 


To order Battle Chess II: Chinese Chess, 
call 1-800-969-GAME. Available on 
MS-DOS for $49.95. Amiga Coming Soon. 

© 1 990 Interplay Productions. Battle Chess and 
Battle Chess II; Chinese Chess are trademarks 
of Interplay Productions. MS-DOS is a trademark 
of Microsoft Corporation. 


Interplay Productions 
3710 S. Susan, Suite 100 
Santa Ana, CA 92704 
(714) 549-2411 
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from experience, actually adapting to one’s style and getting 
tougher with every game played (very much the way a human 
opponent can). 

Moves 

The game itself is beautifully done. The graphics are clean, with 
uncluttered screen displays and a host of user-definable options 
to customize the game to personal taste. Checkmate supports 
all the standard features found in other mainstream chess 
programs, such as 3D and 2D perspectives, take-back moves, 
print moves, switch sides and variable levels of play. It also intro- 
duces a few new wrinkles of its own. 

And More Moves 

One of those wrinkles is an improvement to the user interface. 
Three selectable move settings provide the player with a variety 
of choices for moving pieces— from the classic point-click-and- 
drag, to a single mouse click that automatically executes the en- 
tire move. 

Another new feature is an optional test that actually grades the 
player’s skill level. Under normal circumstances, an ELO rating 
can only be obtained through tournament play— something not 
everyone has the time or inclination to do. Checkmate's rating 
test provides a less stressful and time-consuming option, produc- 
ing an equivalent ELO rating based on one’s ability to solve 24 
different chess problems. With the clock running, the player gets 
four attempts at solving each prob- 
lem. The final rating ultimately 
depends on how many attempts 
are made, and how much time is 
taken in the process. This reviewer 
scored very close to the rating he 
had previously attained as a tour- 
nament player. 

Failing The Test 

If there is a downside to this fea- 
ture, it is the fact that there is only one set of problems. Once 
completed, they can’t really be used again to accurately judge 
any improvement in one’s rating. If there is ever an upgrade for 
Checkmate, it should offer a complete library of test problems, 
so that players could monitor their skill levels and rankings on 
an ongoing basis. 

The "what if option— a tutorial feature that lets the player 
analyze various lines of play in order to determine the strengths 
or weaknesses in a particular opening or a certain gambit— is 
another wrinkle which deserves applause. Although other chess 
programs have used this feature as a "kibitzing" mode, this one 
offers a more "professorial" tutorial. 

Let Me Draw You A Picture 

On the lighter side, if one is tired of using the same old chess 
pieces game after game. Checkmate provides an unexpected 
answer: make your own. Using Deluxe Paint III, one can design 
their own chess pieces and import them to a special custom file 
that can be used during play. On the other hand, if one does not 
have any desire to play Rembrandt, but is still hungry for a 
change, the game provides four additional custom sets to use in 
place of the traditional chess pieces. Unfortunately, these are too 
distracting to be of any real, practical use: the designs are well 
done, but so totally unusual that it is difficult to distinguish one 
piece from another, which is a major handicap in any chess 
game, but even more so in a game as competent as Checkmate. 
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Open(ing) Book Test 

While all of these innovative design features provide compelling 
testimony to the quality of this game, the strength of its program- 
ming and aptitude for learning is what truly sets Checkmate 
apart from the crowded field of computer chess games. At the 

heart of these qualities are some 
unprecedented options that permit 
the player to exercise discretionary 
control over the program’s decision- 
making processes. Using the Open- 
ing Book Control editor, one can 
not only dictate the program’s 
choice of opening moves, but deter- 
mine its style and strength of play. 
By setting Strength, Popularity and 
Random options, the game can be 
programmed to choose openings and strategies that are either 
aggressive or conservative, or shift at random between the two. 

Perhaps more significant, however, is the fact that the game 
supports two additional opening libraries: an ASCII file designed 
to accommodate user-defined openings; and a supplementary 
file, activated by selecting the Learning option from the main 
menu, which will record and store any interesting, unusual or 
strong moves the program learns (from its human opponent or it- 
self— a major factor in its uncanny ability to emulate a human 
player). 

Check And Mate 

It is the combined effect of these features that makes this pro- 
gram such a formidable and intelligent adversary: constantly 
learning and adapting, and virtually impossible to predict. Truly, 
it’s almost human. Thus, Checkmate is a whole new ballgame, 
and it’s definitely major league material. While it may be par- 
ticularly attractive to more advanced players wishing to improve 
their game or looking for some long-term challenge, its wealth of 
educational options will also appeal to novice players by provid- 
ing tools that go a long way in helping a beginner achieve the 
most gain with the least pain. 

Just another chess program? Is the Taj Mahal just another build- 
ing? Is Bo Jackson just another ball player? No. They are all out- 
standing. CGW 
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Checkmate is constantly learn- 
ing and adapting, and virtually 
impossible to predict. Truly, 
it*s almost human. 
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"Interplay 's newest role-player tackles 
the Tolkien trilogy with top-flight 
graphics, sound and a new play system 
thatshould makeadventuring in Middle 
Earth more realistic than ever before. " 

-Video Games & Computer Entertamment 


“Resplendent graphics and loving 
attention to the Tolkien lore prove that in 
The Lord of the Rings, Interplay is out to 


Combining 

the best '• 

elements of : . 

role-playing u 

and graphic 

adventures, ffi 

The Lord of the Rings, Vol, I uses 

stunning full screen, top-down, 256 

color VGA graphics, smooth four 

directional scrolling, digitized sound, an 

easy to use point-and-click icon 

interface, and an off-line paragraph 

system to bring the depth of the true 

Tolkien experience to life via the 

computer. 


Interplay Productions presents the 
first role-playing computer game 
encompassing the epic fantasy world 
of J. R. R.Tolkien’s Middle Earth. 

Players journey througha world 
inhabited by bobbits, elves, dwarves, 
and wizards, falling in and out of the 
clutches of wolves, wargs, trolls, ores; ; 
and ghosts, all the while protecting 
theonetrueringfromfallingintothe , 

the evil 

,• Lord Sautan 

and bis- 

4/ Dark 

RldOrS. 


-Computer 
Gaming World 


”fiut tfven tfie Dari Lonf Saunm 
tricied the elves. The Uln^s qave 


their uzearers ^reat powers. 


"The Tolkien estate finally made the right 
choice with Interplay!’ 

-Info Magazine 


IBM screens pictured. 


To orderTheEord Of tMWagsjfmt I. call 1-800-969-G^^JI^I^enm.piS-OQS 'for $54.95. Amiga coming soon. 

The program is published with the cooperation of the Tolkien.Estati an^ ttmpubiishers, GeWbAITen & Unwin (publishers) Ltd. The plot of The Lord of 
the Rings, the characters of the hobbits, andthe other chafeoiefs tfbm The Lo7d of the Rings are © George Allen & Unwin Publishers Ltd. 1966 1974 
1979 1981. ^ 1990 Ihtetplay.ProCtuctIbns. M rights feserved. MS-DOS is a trademark of Microsoft Corporation. 
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Over There 


Up With Empires 
(Real^ Unreal and Undead) 

by Paul Rigby 



Champion of the Raj 



Duster 


R each for the Skies— The Battie for 
Britain 1 940 is the next release 
from Rowan Software 
(developers of Right of the Intruder for 
Spectrum Holobyte). To be released by 
Spectrum Holobyte in the States, Battle 
of Britain gives one the choice of being 
the British or German "controller" (with 
the chance to change the course of his- 
tory and dabbie in ‘what if scenarios) or 
a piiot on either side. Choice of aircraft 
to pilot include Spitfire, Hurricane, 

Mel09, Mel 10, or Ju87. Players also 
have the option of being a gunner in an 
Mel 10, Ju87 or Ju88. 

Missions are, reputedly, those flown 
during the actual battle, with bombing tar- 
gets and intercepts lined with historical 
accuracy. Training sessions are included 
for player familiarization. Using a piolygon- 
driven environment. Reach for the Skies 
wili be available before Christmas for PC, 
Amiga and ST. 

Champion of the Raj is a 
Cinemaware lookalike from Level 9 
(remember the graphic/text adventures: 
Lancelot, Knight Ore, etc?) using their 


huge development system. Set in 
colonial India during the 1800’s, Raj at- 
tempts to capture the politicai atmos- 
phere of the period. Six diverse interest 
groups (ranging from the British East 
India Company, the Mogul Empire and 
minor princes) hoid the future of India in 
their hands. 

The object of the game (up to six 
players can compete) is to unite India. 
Players face a variety of viiiains, includ- 
ing "The Thugs," as weli as compieting ar- 
cade sequences such as eiephant and 
tiger hunting. Available under the Im- 
ageworks label for the PC, Amiga and 
ST before Christmas. 

Produced by Realtime Software 

(producers of Carrier Command), 

Duster is a 3-D game set in an agricui- 
tural colony called Heaven during AD 
3800. Unfortunately, because of the 
planet’s close proximity to the sun, the in- 
digenous life-forms have a high mutation 
rate. They also wreak havoc among the 
crops. The player, therefore, takes the 
role of a bug hunter or "Duster," using a 
private ship as transport and weapon. 
Profits for successfui operations mean 
more funds to upgrade your craft. Avaii- 
able for Amiga, PC and ST before 
Christmas. 

Rowan Software, as a break from 
their "heavy" simulations, are in the 
midst of producing a more action- 
oriented simulation-based game. Cailed 
Red Phoenix and based on Larry Bond’s 
book of the same name, the game is 
based on a second Korean War. Utilizing 
simuiation sequences for aircraft and sub- 
marines, the player can control one of 
six main story characters. I’li provide 
more details as they arrive. 

Lords of Chaos, a strategy-based fan- 
tasy game with vague similarities to 
Omnitrend’s Breach system, is for one 
to four piayers, with role-playing eie- 
ments (inciuded only if the piayer 
chooses the one-player option), in the 
old days, the Arch Mages used to mle 
the Old World with no plagues, floods or 
natural disasters. Mana (magical energy) 
began to build up at an alarming rate. Mo- 
one was quite sure where it came from 
and unpredictable things started to hap- 
pen (the world began to act like a plot 
from a Terry Pratchett novel). The 
people rebelled, blaming the Mages for 
their misfortunes, and so the Mages fled 
as the world broke into pieces— the resuit 
of untold wars and earthquakes. 

Each piece of the Old World took form 
as individual worlds in themseives. Por- 
tals were created, allowing one to venture 
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to other Old World "pieces." The end 
result of the cataclysm was that no wars 
existed on the new worlds, but no peace 
existed either— only chaos. 

Three scenarios (an expansion set is al- 
ready under development) are provided 
in Chaos, in which the player controls a 
single wizard in an overhead viewpoint. 
Collecting treasure is important, as is 
destroying the foe, because victory 
points are awarded for doing both of 
these. Points are converted to expjerience 
that can, in turn, be used to upgrade 
your wizard’s character stats. 

Sp>ells range from attacking spells, such 
as a Magic Bolt— a physical attack, to 
defensive sp>eils such as "Rood," which 
can be used to combat a wizard who 
casts "Rre" in your direction. 

One can summon creatures, such as 
dwarfs, to do your bidding. Dwarfs, or 
any creature with hands, can carry and 
"use" objects. Creatures, such as 
elephants, can be mounted and ridden 
throughout the land. One can do a fair 
bit of interacting with the game world. 
Doors and chests can be opened, objects 
(such as weapons, vials, pqtions, etc.) 


picked up and drunk/eaten and so on. 
Available now for the C-64 and 16-bit 
machines in the first quarter of 1991. 

The French company, Clbisoft, has 
released Zombi, a game right out of a 
George Romero movie. Zombi arrives on 
one disk and a "manual" that comprises 
a comic-book intro and just two pages of 
instructions and tips. 

The screen is divided into a number of 
sections. The largest window provides 
the view to the bit-mapped game world. 
Other areas include bar graphs showing 
character stats, inventory, character 
portraits and command icons. Zombi is 
played on a first-person perspective view 
through the eyes of one of four charac- 
ters which the player controls (they all 
start on the roof of a mall by a recently 
landed helicopter, along the plot lines of 
Dawn of the Dead). Each character is 
moved down each floor of the mall, ex- 
ploring the areas and looted shops. 
During your travels, one will come across 
items lying on the floor or within con- 
tainers that open if clicked upon with the 
arrow pointer. Items taken into your in- 


ventory can be used on other objects— a 
video tape in a video player, for example. 

Whilst wandering the area there is al- 
ways the chance of a zombi appearing. 
This results in a scrambling to get rid of 
the thing either by a weapon, or your 
bare fists. Characters risk dying or, even 
worse, turning into a zombi themselves! 
Available now for C-64, ST and Amiga. 

NOTE: 

The above games, and any of the other 
games mentioned in "Over There" in past 
issues, can be obtained from: 

Computer Adventure World, 318 Ken- 
sington, Liverpool, England, L7 OEY. 

TEL: 01144-51-263-6306. 

SDC, 60 Boston Road, London, 

England, W7 3TR. TEL: 01144-1-567-7621 

Premier Mail Order, Trybridge Ltd., 8 
Buckwins Sq., Burnt Mills, Basildon, 
Essex, England, SS13 IBJ. TEL: 01144- 
268-590-766. 

Aii of the above telephone numbers 
assume that you can dial direct. If you 
have any trouble, contact the interna- 
tional operator. CGW 
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Ten-Billion- Y ear... 

(Continued from page 11) 

least, a toy) in the product. Actually, there is both. In game 
mode, players try to develop a planetary system conducive to 
life within allotted energy budgets. In experimental mode, would- 
be creators get to "play" with planets without any energy con- 
straints. 

On the Face of the Deep 

When players boot SimEarth, it is possible to choose between 
three levels of difficulty (or the experimental mode described ear- 
lier) and, as in SimCity, between designing one’s own creation 
(in this case, a planet) or playing a pre-designed scenario (out of 
seven). In the "Aquarium" scenario, one attempts to create con- 
tinents on a planet with 100% hydrographic coverage; in "Stag 
Nation," one attempts to cause a major migration in order to ad- 
vance a struggling civilization past the stone age; another 
scenario deals with earth in the Cambrian Era and offers a 
chance for budding bio-engineers to enhance evolution; another 
scenario deals with modern day earth, but allows players to ex- 
pieriment with civilization over a period of centuries; "Mars" has a 
dearth of water and atmosphere, so the player’s challenge in the 
scenario of that name is to terraform Mars; in "Venus," one seeks 
to cool off the planet to make it habitable; and "DaisyWorld" has 
already been explained. Of course, just as the biggest thrill of 
SimCity is to design one’s own city, the most impressive part of 
SimEarth is creating one’s own pianet and guiding it to life-sus- 
taining status. 

Players decide whether to play at Geologic Scale (the last 4.5 
billion years), jump to Evolutionary Scale (covering the last 600 
million years), skip to Civilization Scale (10,000 years of histori- 
cal awareness) or leap to Technological Scale (the last century). 
Regardless of where the player starts, however, the simulation ac- 
celerates to the time scale of whatever plateau the planet 
reaches (i.e. once viable life forms have been established, the 
time scale becomes millions of years instead of billions). 

Let There Be... 

Unlike SimCity, however, where the player is constantly chang- 
ing the landscape by fairly direct 
means and where some reasonably 
constant relationships can be ascer- 
tained by casual observance or com- 
mon sense (e.g. commercial zones 
grow faster when surrounded by 
residential zones), SimEarth models 
so many different and seemingly 
diverse factors that the results of one’s 
manipulations are not readily apparent. 

Yet, the game/toy/simulation is ab- 
solutely fascinating. One learns to 
gradually nurture the incubating planet 
rather than attempt to do too much 
too soon. Using four control panels 
(i.e. one each for atmosphere, geo- 
sphere, biosphere and civilization), 
one uses a slider to adjust different set- 
tings and determine growth rates, 
stress rates, and other factors while 
pointing and clicking one’s way to 
simulated divinity. 


profitable to determine how much continental drift the planet can 
tolerate. Once the continents have evolved to the player’s 
preferences, one can reduce the number of volcanic eruptions, 
meteor collisions, and planetary core heat in order to enhance 
planetary stability. After that, players should probably con- 
centrate on heat and atmosphere by increasing cloud and sur- 
face albedo, decreasing solar input slightly and establishing a 
rain cycle. Without some adjustments in this area, a planet can 
overheat quite readily. 

Once life begins to form in the primordial soup, it behooves the 
player to determine the temperature range most conducive to 
sustaining that life. By nurturing the most efficacious temperature 
in a broad bandwidth, one has the best chance of allowing life 
forms to proliferate across the planet. 

Once a temperate zone of sufficient width has been established, 
the next challenge becomes monitoring the species advance rate 
against the mutation rate; establishing a reasonable carbon 
dioxide absorption rate for the biosphere; and deciding on the 
necessary reproduction rate. 

If players can keep all of these factors in some semblance of 
balance, the mystical point of sentient life can occur. Civilizations 
begin at the Stone Age level and the decisions to be determined 
with one’s sliding scale revolve around expenditure of energy 
(bioenergy, solar/wind, hydro/geo and eventually, fossil and 
even, nuclear fuels) and their allocation for quality of life in terms 
of philosophy, science, arts/media, agriculture and medicine. 
When things are not going well for the civilization, players are 
apt to hear a moaning from the computer. This reviewer could 
not help but be reminded of God’s words to Moses on Mt. Sinai 
that he had heard the cries of His people. 

When matters are going well for the developing civilization, how- 
ever, the technology level continues to advance. Different technol- 
ogy levels mean different levels of energy efficiency, as weli, so 
the alert player will carefully adjust the expenditures of energy so 
that the civilization gets the maximum amount of benefit from 
the least number of hours. 

Blasphemy 

In spite of the strength of SimEarth’s model and the enthralling 



In the early stages of the planet, it is 
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ADVENTURE, 
SCTFI, FANTASY 


AZURE BONDS 34 

BANE OF COSMIC FORGE 39 

BARDS TALE III 34 

BATTLETECHl 33 

BREACH II 34 

BUCK ROGERS 33 

BUDOKAN 34 

CARDINAL OF KREMLIN 34 

CHAMB. SCI PRIESTESS 34 

CHAMPIONS KRYNN 34 

CODENAME: ICE MAN 40 

COL. BEQUEST 40 

CONQUEST CAMELOT 40 

COUNTDOWN 34 

DRAGON LORD 34 

DRAGON STRIKE 34 

DRAGONS FLAME 29 

DRAGON WARS 34 

EARTHRISE 34 

ESCAPE FROM HELL 34 

FEDERATON 33 

FOUNTAIN OF DREAMS 34 

FULL METAL PLANET 34 

GALACTIC WARS 28 

HEART OF CHINA 40 

HEROES QUEST 40 

HEROES OF LANCE 28 

INDY JONES ADV. 40 

IT CAME FROM DESERT 34 

JOAN OF ARC 30 

KEYS TO MARAMON 34 

KINGS BOUNTY 28 

KINGS QUEST I-IV 34 

KINGS QUEST 5 45 

LIGHT SPEED 39 

LORD OF THE RINGS 36 

LOOM 40 

MAGIC CANDLE II 39 

MEGA TRAVELLER 40 

MECH WARRIOR 34 

MIDWINTER 34 

MIGHT & MAGIC II 34 

MOONBASE 34 

NEUROMANCER 32 

NIGHT HUNTER 24 

PIRATES 28 

POOL OF RADIANCE 34 

POPULOUS 34 

QUEST MASTER 28 

REACH FOR THE STARS 30 

RENEGADE LEGION INTR 39 

SAVAGE EMPIRE 39 

SECRET SILVER BLADE 34 

SPACE 1889 33 

SPELLCASTING 101 40 


SPIRIT OF EXCALIBER 34 

STARBLADE 34 

STARCONTROL 34 

STARFLEET II 40 

STARFLIGHT I 22 

STARFLIGHT II 34 

SWORD OF ARAGON 29 

TUNNELS OF ARMAGON 28 
TUNNELS &TROLLS 34 

ULTIMA IV OR V 39 

ULTIMA VI 44 

WAR OF THE LANCE 34 

WING COMMANDER 45 


STRATEGY 


FR EWW I I 

ANCIENT ART WAR SEA 31 
ANCIENT ART WAR 31 
BANDIT KINGS OF CHINA 40 
BATTLE CIVIL WAR 1,11,111 28 
BATTLES OF NAPOLEON 34 
CENTURIAN; DEF. ROME 34 


DECISION GETTYSBURG 34 

GENGHIS KHAN 40 

GETTYSBURG 40 

GOLDS OF AMERICAS 29 

GRAND FLEET 40 

KNIGHTS OF THE SKY 40 

NOBUNAGA'S AMB. 2 40 

NORTH & SOUTH 29 

POPULOUS 34 

PRELUDE TO JUTLAND 30 

RAILROAD TYCOON 40 

RED BARON 40 

ROMANCE 3 KINGDOMS 46 

REVOLUTION '76 34 

SHILOH 28 

SONS OF LIBERTY 15 

SWORD OF SAMURAI 36 

WATERLOO 40 


WW II 

ACTION STATIONS V. 3.0 34 


ACTION N. ATLANTIC 30 

GER. RAIDER ATLANTIS 30 

BANZAI 30 

B. TANK BARBAROSSA 40 

BATTLEHAWKS '42 34 

BISMARCK 30 

DAS BOOT 34 

HALLS MONTEZUMA 31 

IN HARMS WAY 40 

KRIEGSMARINE 40 

LONG LANCE 40 

MALTA STORM 40 

MARIANAS TURKEY SHT 30 

MIDWAY 30 

PANZER BATTLES 28 

RIVER PLATE 30 

ROMMEL AFRICA 28 

SANDS OF FIRE 32 


SECOND FRONT 40 

SECRET WEAPONS LUFT 39 
SHERMAN M4 34 

SILENT SERVICE 2 40 

STORM ACROSS EUROPE 40 
THEIR HNEST HOUR 40 
WOLF PACK 37 

MODERN 

A-10 TANK KILLER 34 

AVENGER A-10 36 

BALANCE PLANET 34 

COMMAND HQ 39 

COVERTACTION 39 

DRAGON FORCE 34 

EMPIRE 34 

F-14 TOMCAT 34 

F-16 COMBAT PILOT 34 

F-19 45 

F-29 RETALIATOR 44 

FALCON 3.0 45 

FLIGHT OF OLD DOG 40 

FLIGHT OF INTRUDER 40 

FRONTLINE 34 

5th ESKADRA 40 

GUNBOAT 34 

GUNSHIP 34 

HARPOON V 1.2 40 

HARP. N. ATLANTIC #2 21 

HARPOON MED. #3 21 

HARP. SCEN. EDIT 28 

LHX 40 

M-1 TANK PLATOON 45 

MAIN TANK GERMANY 40 

NUCLEAR WAR 34 

RED STORM RISING 34 

688 ATTACK SUB 34 

7th FLEET 40 

SIM CITY 34 

SIM CITY TER, EDIT 15 

STORMOVIK SU-25 34 

TANK 34 

UMS II 40 


SPORTS 


BATTLE CHESS 34 

DRAGON’S EYE 34 

PGA TOUR GOLF 34 

JACK NICKLAUS 40 

INDY 500 34 

PLAY OF DAY BASEBALL 28 
REAL BLACKJACK 34 

REAL POKER 34 

TEST DRIVE 3 40 

TV SPORTS BASKETBALL 34 
WAYNE GRETZKY 2 36 


UPS OVERSEAS 
NOW 

AVAILABLE! 


AMIGA 


A-10 TANK KILLER 34 

BANDIT KINGS OF CHINA 40 

BATTLE CHESS 34 

BUCK ROGERS 34 

CHAMPIONS KRYNN 34 

CHECKMATE 36 

CODENAME: ICEMAN 40 

CURSE AZURE BONDS 34 

DAYS OF THUNDER 34 

DRAGON LORD 34 

DRAGON STRIKE 34 

DRAGON WARS 33 

DRAGONS BREATH 40 

DRAGONS LAIR II 44 

DRAGONS OF FLAME 29 

DRAKKHEN 40 

DUNGEON MASTER 28 

DUNGEON MASTER II 21 

EUROPEAN CHALL. 15 

F-16 COMBAT PILOT 34 

F-19 STEALTH FIGHTER 40 

F-29 RETALIATOR 40 

FALCON 34 

FALCON MISS. DISK #2 21 

FLIGHT OF INTRUDER 40 

FUTURE WARS 34 

GENGHIS KHAN 40 

GUNSHIP 36 

HARPOON 39 

HEROES QUEST 40 

HOCKEY LEAGUE 28 

IMMORTAL 34 

IT CAME FROM DESERT 34 

IT CAME FROM DESERT 2 13 

KINGS QUEST IV 34 

LEGEND OF FAERGHAIL 28 

LOOM 40 

M-1 TANK PLATOON 40 

MAGIC CANDLE II 40 

MANHUNTER II 34 

MIDWINTER 34 

MIGHT & MAGIC II 40 

NEUROMANCER 30 

OVERRUN 40 

PIRATES 30 

POOL OF RADIANCE 34 

688 ATTACK SUB 34 

RED STORM RISING 36 

ROMANCE 3 KING 46 

SANDS OF FIRE 34 

SECOND FRONT 40 

SHADOW BEAST 2 40 

SHERMAN M4 34 

STORM ACROSS EUROPE 40 

THEIR HNEST HOUR 40 

THUNDERSTRIKE 34 

7Y FOOTBALL '89 DISK 12 

UMS II 40 

WELLTRIS 24 

WINGS 34 


C-64 


AZURE BONDS 28 

BATTLES OF NAPOLEON 34 
BLOODMONEY 21 

BUCK ROGERS 28 

CARRIERS AT WAR 34 

CHAMP. OF KRYNN 28 

CHESSMASTER2100 29 

CIVIL WAR 1,2,3 28 

DRAGON STRIKE 28 

DUNGEON WARS 30 

EMPIRE 34 

EUROPE ABLAZE 34 

F-16 COMBAT PILOT 24 

F-19 STEALTH HGHTER 40 

FUTURE MAGIC 25 

GETTYSBURG (SSI) 34 

GUNSHIP 28 

KEYS TO MARAMON 23 

KING'S BOUNTY 28 

MAGIC CANDLE 28 

MAGIC CANDLE II 28 

MIGHT & MAGIC I-II 28 

NEUROMANCER 28 

OVERRUN 34 

PANZER BATTLES 28 

PANZER STRIKE 34 

PIRATES 28 

POOL OF RADIANCE 28 

RED STORM 31 

RED STORM RISING 36 

ROMMEL AFRICA 28 

RUSSIA (SSG) 28 

SECRET SIL. BLADE 28 

SHILOH 20 

SONS OF LIBERTY 15 

STARFLIGHT 28 

STORM ACROSS EUROPE 40 
STRIKE ACES 28 

TYPHOON OF STEEL 34 

ULTIMA IV OR V 40 

WAR OF THE LANCE 28 


COMING SOON 
IFOR IBM) 

ROAD TO RHINE 
OVERLORD 
RIDERS OF ROHAN 
ROBIN HOOD 
SUPER CARRIERS AT WAR 
WONDERLAND 
ARMADA 2525 
ULTIMA 5 (AMIGA) 


OTHER FORMATS AND 
TITLES AVAILABLE 
UPON REQUEST 


• TO ORDER CALL • 1-800-875-7906 • 1-800-852-6187 • 


SAME DAY SHIPPING depending on availability 

HOURS: MON.-FRI. 9AM-10PM EST (6AM-7PM PACIFIC TIME) SAT.10AM-5PM EST 

UPS ADD $3.00 P & H (AK & HI ADD $8.00). SECOND DAY AIR ADDITIONAL $2.00. C.O.D: $6.00. OVERSEAS 
CUSTOMERS ADD 12% AS A BASE + 15% OF TOTAL ORDER. UPS NOW AVAILABLE OVERSEAS (2-3 DAYS 
SHIPPING TIME). GA. RESIDENTS ADD APPLICABLE SALES TAX. US MAIL IS $4.00 MINIMUM + 4% OF TOTAL. 
PRICES ARE SUBJECT TO CHANGE SO PLEASE CALL FIRST. 

6990-E PEACHTREE INDUSTRIAL BLVD., NORCROSS (ATLANTA), GEORGIA 30071 
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power it places at the player’s dis- 
posal, there are a few negatives that 
must be noted. First of all, there 
doesn’t seem to be the amount of 
pleasant feedback that SimCity had 
to offer. Whereas SimCity had roads 
full of traffic, evolving buildings and 
rapid transit constantly moving and 
changing, many of the SimEarth 
screens change subtly enough that 
one must constantly study the screen 
for each update or constantly be call- 
ing down reports. One of SimCity’s 
strengths was the graphic representation of its subject matter. 
Many will feel like SimEarth has gone away from its strength. 
Players with a bent toward puzzle solving or empirical experimen- 
tation will not be dissuaded from enjoying the game as a result, 
but many of those who were captivated by SimCity will feel like 
something is missing. To offset the lack of visual feedback, there 
needs to be more reward and celebration for each plateau the 
player reaches. 

Second, the fact that the program immediately focuses on one 
sentient lifeform once it reaches sentience may be a realistic 
depiction of natural selection, but it takes away from some of the 
feeling of divinity. If, for example, one’s civilization develops 
around trichordates and one brings them into the atomic age, ver- 
tebrates and mammals still may continue to evolve, but one can- 
not nurture them to the point where humankind evolves. This 
seems too limiting in a "god game." 


And It Was Good 

In the long run, SimEarth is more 
complex, challenging and fascinating 
than SimCity. Those who wish to 
master the game will have to do con- 
siderably more research than they did 
with its predecessor because the 
scope of the product is much larger. 

In addition, the game affords much 
more replayability because each Time 
Scale must be mastered inde- 
pendently before the entire horizon of 
planetary history unfolds in a "divine" masterpiece. There are 
many more nuances of strategy in SimEarth than there were in 
SimCity and that should be satisfying to serious strategists. 

Question: Why does an ordained Southern Baptist minister 
even piay a game that assumes evolutionary development of the 
world? 

Answer: Possibly, such a minister needs to learn to express 
gratitude. This pastor’s first actual SimCiviiization groaned and 
fought its way into nuclear war. Frankly, he’s glad that his crea- 
tion can simply be rebooted. 

Maybe that is a large part of the appeal of systems simulations 
that put the player in godlike or God-like roles, the ability to 
wield cosmic power without the responsibility for actually destroy- 
ing lives. CQVV 





A NATIONAL WILL GRAND ALLIANCE 



"A National Will" is a computer moderated play-by-mail game 
where each player runs an economy of a country. Players make 
decisions on production, labor allocation, revenue, trade, etc. 
The strength of a country's military depends on the vitality of its 
economy. 

To order the rule book and take your first turn, please send $6.50 or 
$3.00 for the book only with your name and address to 



"Grand Alliance" is a fully 
computer moderated play- 
by-mail game which involves 
the battle of survival between 
human and alien races. 
Players represent either a 
member of the human race 
or of the alien race with the 
universe as a setting. The 
game is played on a map of 
three parallel levels where 
each level is composed of 
240 planetary systems. Each 
player must solve military 
and political problems within 
their own camp before war 
can be waged effectively 
against the opposing race. 
Each side is faced with the 
same situations and 
problems to overcome. 


To order the rule book and take your first turn, please send $5.00 
or $2.00 for book only with your name and address to 


Simcoarum Systems 

P.O. Box 520861 • Salt Lake City, Utah 841 52 
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Shopping for 
Sound? 



SOUND 
BLASTER 


Fill Your Bag With Music^ Special Effects^ Digitized Voice, and MIDI . . . 
the sound solution for games and multi-media presentations. 

EXCHANGE POLICY: You can exchange your Adlib, C/MS, Covox, or GAME 
BLASTER and SAVE *100 off the suggested retail price. Just send your card 
and *139^5 (check or credit card number) to Brown-Wagh, 130-D Knowles, 

Los Gatos, CA 95030. 

SYSTEM REQUIREMENTS: SOUND BLASTER requires 512K or RAM. 

DOS 2.0 or higher, and CGA, EGA, VGA, or Hercules monographics, 
and external speakers. 



Get the MIDI Connector Box 

3995 

and Voyetra's Sequencer Plus Jr. 

for n 29 ^^ (a HSO value) 


SOUND BLASTER 

Partial list of companies in development or currently supporting SOUND BLASTER: 
Access Software, Accolade, Activision, Asymmetrix, Autodesk, B.A.O., Broderbund, 
Capcom, Cinemaware, Corel Systems, Cosmi, Data East USA, Davidson Assoc., 
Dynamix, Electronic Arts, Farallon, First Byte, Gamestar, Hewlett-Packard, IBM, 

ICS, JRM Software, Konami/Ultra, Kyodai, Level 9 Computing, Lucasfilm, 
Macromind, Mastertronics/Virgin, Mediagenics, Michtron, MicroGrafix, 

MicroProse, Microsoft, Mindscape, Omnitrend, Origin System, Rix Software, 

Sierra On-Line, Software Toolworks, Spectrum Holobyte, Strategic Simulations, 
Synergistic Software, Sublogic Corporation, Taito, The Learning Company, 

Voyetra and Zuma Group. 



408 - 378-3838 

800 - 451-0900 


(inside CA) 
(outside CA) 



•Exchange offer expires 
January 15, 1991. MIDI interface requires 
the MIDI Connector Box. Referenced products 
and companies are registered trademarks of their respective holders. 
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Firing up the TurboExpress 



L ike the grinch, NEC may steal 
Christmas this year with its new 
hand-held TurboExpress. More than 
just a mere GameBoy rip off, it is the hot- 
test and flashiest game item to be im- 
ported from the Japanese this year. This 
hand-held wonder features enough siz- 
zling graphics and intense colors to practi- 
cally command people to play. 

TurboExpress’ secret lies in its impres- 
sive technical innovations. This system 
plays the same standard TurboChip 
cards that the its larger base unit, the 
TurboGrafx-1 6 machine, already uses. 
This is important because American 
players have been suffering all year with 
Nintendo’s GameBoy, even though a 
large number of units have been sold. 

Not only is the GameBoy a black-and- 
white machine, but it only allows play via 
its own unique type of game cartridges, 
which are quite different from those used 
in the basic MES {Nintendo Entertain- 
ment Systems) machines. Only a frac- 
tion of a regular NES games will fit on 
one of the GameBoy cartridges, even in 
black-and-white. This means that what 
the player gets is a greatly simplified, 
stripped-down version (in exchange for 
GameBoy’s portability). Yet the clutch- 
and-carry nature of the GameBoy has so 
captured players’ imaginations that the 
GameBoy has been a huge marketing 
success. Players have even spent the ad- 


NEC*s Hot New Hand-Held System 

by Roe R. Adams, III 



ditional $20-$30 per title for each Game- 
Boy cartridge! 


Now, along comes NEC’s Turbo- 
Express and it says to the players: "Color 
is beautiful" and "Don’t spend another 
dime for special software." The question 
is, can NEC deliver the goods to back up 
all of these amazing claims? Let’s turn to 
the holy specs sheet for the preliminary 
findings: 

Dimensions (in inches): 4.3 x 7.3 x 1.8 

Weight: One Pound 

Power: Batteries (6 AA) or AC adapter 

Play Time: about 3 hours 

Screen Size: 2.7" diagonal 

Pixel Resolution: 238 x 312 

Colors available: 512 

Colors On-Screen (at one time): 512 

Maximum Sprites (at one time): 64 

Sound channels: 6 

Price: $250.00 

These figures translate from the specs 
sheet into a machine that is, alas, a bit 
chunky; gobbles power like crazy; has an 
intense color screen with fabulous resolu- 
tion; plays games with many things jump- 
ing, shooting, crawling around ail over 
the screen; has really fine stereo sound; 
and is, of course, considerably more ex- 
pensive than the GameBoy. 

Also, one should note that these fea- 
tures are not ali "positives." The power 
consumption is truly awesome, almost 


forcing players to immediateiy purchase 
an AC adapter (either one that plugs into 
the wall or into a car’s cigarette lighter). 
The TurboExpress cannot use recharge- 
able batteries. As can be imagined, noth- 
ing is worse than getting involved in a 
really hot game and having the machine 
die from lack of power! 

Others might find the weight to be a fac- 
tor also. The machine is somewhat large 
and hefty, but NEC has done some inter- 
esting ergonomic design twists to make 
playing the TurboExpress comfortable. 

The bottom of the top edge of the 
machine is beveled so that a player’s 
palms rest easily when using the con- 
trols. The back panel is scooped out on 
both sides for fingers. The Active Matrix 
display eliminates ghosting and trailing ef- 
fects and the screen is adjustably backlit 
for lessened eyestrain and gaming in the 
dark. 

Being able to play the entire line of 
TurboChip games (around 50 titles by 
this Christmas) is a major marketing 
coup for NEC and drastically lessens the 
cost of ownership of the TurboExpress. 

No matter how much a person spends 
on the machine, it is the cost of software 
that really determines how expensive a 
machine is to own. Another major factor 
will be that the player does not have to 
settle for stripped-down versions of his 
favorite games. He gets to play the 
original game in all its glory, thereby con- 
tinuing to advance through a game while 
on the go. The TurboExpress also has 
four times the processing power of its 
competitor. 

Although no two-player telecom games 
exist yet for the TurboExpress, the 
machine does have a communications 
link on the bottom for hooking up to 
another TurboExpress. 

The piece de resistance in tempting a 
person to buy the TurboExpress is yet 
another marketing innovation. For an ad- 
ditional $80 (price not yet fixed), a spe- 
cial TV tuner can be attached to the side 

(Continued on page 69) 
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You get seven world scenarios plus 
unlimiled random planets. So you'll never 
be strictly earthbound. 



Find out what precisely makes your world 
tick. And what'll make it stop ticking. 



Mess with the world and it becomes an 
unhappy place to live. When you're smiling, 
though, the whole world smiles with you. 



Use your animal instincts and your planet 
will thrive, producing a rich abundance 
of life. 



SimEarth plays all your favorite cataclysmic hits. 
Including volcanos, meleor sirikes, earthquakes, 
and continental drift. 



Make the wrong decision and you 
could wipe out life as you know it. Hey 
nobody said the job was going to be easy. 



The only way to follow an act like SimCity-1990’s 
runaway Number One game-is to think globally 
The result is SimEarth™ 

Instead of a city to run, SimEarth gives you the reins 
to the entire planet. Evolution, continental drift, climate, 
atmosphere, hurricanes, nuclear fallout, acid rain, 
civilization, and a bunch of other disasters. All the cool 
stuff you need to rule the world. 

Play SimEarth to the end of time. About 10 billion years 
or so, give or take a millenium. Getting raves everywhere, 
SimEarth is indeed destined to take over the world. 





The Living Planet 
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Return To A Wald 
of Loyalty and Honor 



Nobunaga 11 is now available for IBM PC, and Compatibles! 


■ Bandit Kings of Ancient China - The evil minister Gao 
Qiu has usurped the command from the throne. The 
righteous followers of the emperor have been exiled as 
outlaws. Join these heroic rebels in your mission to 
overthrow a wicked empire, and restore the might to the 
throne. Available for NES, PC and Amiga. 



Romance of the Three Kingdoms - As a Warlord of the 
2nd century China, you must restore a shattered Empire. 
Gather the bravest warriors of the land to build up your 
armies. Use strength and strategy to destroy your ene- 
mies and claim the power to govern all of China. 
Available for NES, PC and Amiga. 



Genghis Khan - Become the greatest warrior the world 
has known. Through battles and allegiances, forge the 
mighty Mongol Horde. With armies at your command, the 
empires of the world are tempting targets. Fight bravely 
to achieve the ultimate goal of world conquest. 

Available for NES, PC and Amiga. 


KOEI Games are available in retail outlets nationwide! Your local retailer is the 
quickest and most convenient way to find the KOEI products you want. If you 
can't find the KOEI product you are looking for. call us at (4 1 5) 348-0500 (9am 
to 5pm PST) to charge on Visa/MC. Continental U.S. shipping only. 

IBM & Amiga are registered trademarks of International Business Machines Corp. & Commodore Amiga Inc. 


^^isplaced loyalties in the feudal era of Japan often proved 
fatal. TTie mighty Japanese hero Oda Nobunaga sought an end 
to generations of bloody conflict between the warring states of 
his country. Tragically, his dream of unifying Japan ended 
when he was betrayed and murdered by his own general. It’s 
your turn now to become a 16th century warlord and fulfill 
Nobunaga's ambition! 

Command over 400 distinct Samurai characters - each with 
separate personalities and goals. A Samurai will pledge his 
sword and honor to your cause, but can he be trusted? 

Enhanced battle scenarios include Siege warfare, where you 
must storm the castle gates, swim the moat or sczde the castle 
walls. In Field warfare, the tactics are Charge. Ambush and 
Surprise. You can even catch the enemy off guard by a night 
attack! 

If your character falls in battle, the war continues with your 
chosen successor. With strikingly detailed graphics, this 
simulation of Japan's Civil War Era is more realistic than ever 
before! 

• Two scenarios, five levels of difficulty. 

• Up to 4 Daimyos (warlords) allow for simultaneous play. 

• A full map plus 3 regional maps. 

• Interact with over 400 Samurai characters. 

• New HEX battle features of Night and Siege warfare. 

• Not copy protected. 


KOEI's "HOW WELL DO YOU KNOW OUR HISTORY?" Sweepslakes 



KOEI 



We Supply The Past. You Make The History 


Circle Reader Service ^52 

One Bay Plaza, Suite 540 1350 Bayshore Hwy. Burlingame, CA 94010 (415) 348-0500 


KOEI CORPORATION 








Scorpions Viczo 

(Continued from page 12) 
another room, firmly tied, and without 
weapons. Since this is a location change, 
the game is saved (you guessed it) 
where you stepped on the bed. Thus, if 
you quit and restore (you must quit; 
there is no way to restore from inside the 
game) you find yourself back on the bed 
and one move in any direction will cause 
you to be captured all over again. 

A similar situation occurs in the Killer 
Clown fortress. If you go too far into the 
hallway of the main building, you are 
stopped by Clowns who demand your sur- 
render. Agreeing to this gets you taken 
to another area, where you lose all your 
weapons, and are equipp>ed with only a 
single .45 handgun, spare ammo clip, 
and a machete apiece. 

Should you quit here and restore, your 
party will be back In the main hall. It 
would seem at first that everything is fine 
. . . until you check your inventory, and 
discover that everyone is armed with a 
single .45 handgun, spare ammo clip. 


and machete. Auto-save, dontcha just 
love it? 

Odd things happened at times, for 
which there seems to be no explanation, 
possibly due to faults with the auto-save. 
As an example, after taking BL Astor 
into the group, we couldn’t get into 
Guns’N’Clutter until we handed over 
Ochoa’s Rifle to Jake (as a bribe for BL’s 
scummy husband). Some time after that, 
it seemed the game had forgotten this, 
and Jake wouldn’t let us in. Then, further 
along the line, suddenly everything was 
fine again and we could go into the store 
to shop. 

Combat is frequent, irritating, and not 
very well-balanced. The whole of Miami 
seems overrun with mutated spiders, 
rats, Dobermans, and wolves, plus the oc- 
casional snake here and there, not to 
mention unfriendly humans. It is difficult 
to take more than a few steps in any 
direction without running into something 
hostile whose sole purpose in life seems 
to be bringing about your immediate 
demise. It doesn’t take long before all 
this constant fighting becomes an exer- 
cise in tedium. 


Fighting itself is in The Bard's Tale / 
Wasteland style: all text-driven; pick a 
monster group to attack and watch the 
results. For automatic weapons, you 
have a choice for single-shot, burst, or 
full automatic (uses up the entire clip). 

Explosives thrown at any group will 
damage all opponents. One of the few 
good things about combat is that charac- 
ters will not fire if their target has already 
been killed. 

Monsters (anything unfriendly can be 
considered a monster here) never flee; 
they always fight to the death. Your party 
can try to escape, but usually this has lit- 
tle real value, except to give you a 
chance to quit the game and restore. Crit- 
ters stay on the map, and will chase after 
you. Even when you change locations, 
they don’t go away, and you can count 
on them to be waiting for you when you 
come back. 

Combat will be difficult until your party 
is equipped with reasonably good armor 
and weapons (such as assault rifles and 
explosives). At this point, you are able to 
blow away any opponent with relative 

(Continued on page 86) 


NEW SOFTWARE 
TITLES DAILY! 


HARDWARE 

Packard Bell 

286 12Mhz, 1 Mg Ram, 
40 Mg Hard Drive, VGA 
Adapter, 5.25 3.5 Fl^py, 
Lotus Works, Prodte 
1 yr. on-site warranty 

*1119 


Logitech Mouse $40 

CH Flight Stick 48 

Gravis JSTK 40 

Kraft KC3 JSTK 20 

Suncotn Analog Edge ... 20 


PRINTERS 

Citizen GSX 200 9-pin . . 189 
Citizen GSX 140 24-pin .299 


DISKS 

3.5 DS/DD 25 pk 20 

5.25 DSIDD 25 pk 10 


• MANTA- 

SOFTWARE & COMPUTERS 


Altered Destiny $39 

Battletech 2 32 

Blue Max 34 

Countdown 39 

Centurian 35 

Covert Action 37 

Das Boot Submarine 34 

Drakkhen 39 

Foundation of Dreams 34 

Harpoon 38 

Harpoon Battle 2,3,4 21 

Harpoon Scenario Editor ... 26 


Air Combat $29 

A-10 link Killer 34 

Austerlitz 34 

Buck Rogers 33 

Bar Games 34 

Borodino 34 

Battle Master 35 

B.S.S. Jane Seymour 36 

B.A.T. 33 

Cadaver 35 

Corporation 35 

Blue Max 34 


IBM 

Interceptor $39 

Knight of Sky CALL 

Light Speed 39 

LHX Attack Chopper 39 

Ml Thnk Platoon 44 

Midwinter 30 

Moonbase 33 

PGA Tour Golf 34 

Railroad TVcoon 37 

Red Baron CALL 

Secret of Monkey Island .... 39 
Secret of Luftwaffe 34 

AMIGA 

Dragon Strike $34 

Dungeon Master 2 Call 

F-19 Stealth 38 

F-29 Retaliator 35 

Finest Hour 39 

Harpoon 39 

Ishido 37 

Immortal 34 

Killing Game Show 31 

Loom 38 

MlThnk 38 

Midwinter 26 


Stormavick $34 

Stratego 34 

Stellar 7 26 

Savage Empire 38 

Secrets of Silver Blade 34 

Their Finest Hour 38 

Spellcasting 35 

TV Sport Basketball 34 

UMS II 39 

Ultima VI 44 

Wing Commander 40 

World Atlas 39 


Nobunagas Ambition $37 

Pirates 29 

Pool of Radiance 34 

Power Pinball 29 

Prince of Persia 29 

Power Monger 34 

Second Front 34 

Storm Across Europe 38 

Tfest Drive III 39 

Supremacy 34 

Wings 34 

Xenomorph 39 


MANY MORE 
IN STOCK! 


SPECIAL! 


SOUNDBLASTER 

$159 


CMS Chips 

.Call 

MIDI Interface .... 

.Call 


AMIGA HARDWARE 

EXT 3.5 Floppy 
$109 

512 RAM Expansion 
for A500 $79 


EUROPEAN MAGS 

• Games Machine • Ace 
• The One • Amiga 
Action • Amiga Format 
$5.95 without disk 


European Imports 
in Stock! 

Same Day Shipping! 
Clue Books in Stock! 
Special orders welcome 


115 Route 35 
Eatontown, NJ 07724 
Hours: Mon.-Sat. 9-9 EST, Sun. 12-5 EST 


WE BEAT COMPETITORS PRICES! CALL FOR DETAILS! ^ 

_ ^ Fax: (201) 542-3654 

ORDER: 1-800-477-7706 in NJ call: ( 20 I) 542-4608 
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Sic Transit Gloria Mundi 

(Continued from page 50) 

but that there are very few old, bold generals. With these first two 
tournament rules in effect, the player is quickly challenged to be- 
come one of those few old, bold generals and the Marshal Blucher’s 
among us will do quite well. 

Finally, there is the Rescue option. Akin to moving a pawn into the 
opp>onents back row in chess and converting it into another piece, 
the Rescue option allows up to two pieces per game to be "rescued" 
from the captured pile by moving onto a square in the opponent’s 
back row. TTie newly arriving piece must be placed on the owning 
player’s half of the board. Scouts may not perform a rescue, nor 
may bombs be rescued and reused. 

The consequences of this rule are enormous. No longer when the 
enemy’s Field Marshal dies does one’s Spy become naught but a 
slow Scout. One must, therefore, keep his Spy on waivers, because 
that enemy Reid Marshal is the prime candidate for rescue! Piece ad- 
vantage strategies are even less viable under this option than with 
the other two tournament rules. Suddenly, there is an element of 
more subtle maneuvering then the old "probe and hammer" tactics. 
Now a quick dash to the opponent’s rear can yield substantial 
results. Even more, however, one must guard against deep enemy 
penetrations! The yin and yang of attack and defense become quite 
intense with the employment of this tournament level rule. 

Stratego's Defeats 

Stratego from Accolade, however, is not without its shortcomings 
and failings. Players iwill quickly notice that the last thing required to 
play this game is sound support. The game provides only an open- 
ing and closing tune, with very few sounds of note in between. Also, 
there is not a lot of graphic panache on the board once the game is 


underway. When one piece captures another, it is as dry as most 
chess programs, with no graphic reward to the victorious player. 

Critics are always right there looking backwards saying "it might 
have been nicer if...," and this reviewer is one of them. While certain- 
ly superfluous, Stratego might have been better off with Battlechess- 
like graphics and sound for movement and captures in this "VQA- 
graphics-and-sound-boards" day and age. The rattle of musketry, the 
yelling of "Charge!," or the explosion of bombs with related graphics 
would have added an element to the game which might have raised 
it a notch in today’s MTV "quick thrill" market. Certainly, younger 
audiences would have preferred this to the rather passive new map 
and unit graphics. 

The real shortcoming to this reviewer, however, is the lack of any 
two-player capabilities. No Al routine will ever be as devious as a live 
human oppionent, and not all computer gamers are the stereotypical 
anti-social nerds without friends (or "a life"). With the library of 
"modemable" head-to-head strategy games ever increasing in size, 
Stratego was the perfect candidate for this feature. While one may 
not always have the chance to stop watching the kids long enough 
to get together at his gaming buddy’s house, a by-phone game is the 
next best thing. Besides, our eight-year olds could play each other 
with just as much enjoyment (there goes daddy’s computer time!). 
Missing out on two-player options is Stratego’s biggest miss. 

Capturing Stratego's Flag 

Even with its disappointments, Stratego will have a home on this 
reviewer’s hard disk. It remains an extremely challenging solitaire 
game of remarkable diversity and subtlety, largely thanks to 
Accolade’s fine supplement to the rules and vicious-playing artificial 
opponent. The trick, as is always the case when playing strategy 
games against the computer, will be not to accuse the computer of 
cheating when one loses (even when it does seem to always manage 
to dodge your bombs). CQW 
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Joppa Computer Products 

(800)876-6040 (Orders) (301)676-1948 (Info) 
(301)676-1949 (24 hrs FAXmation Line) 




MS-DOS Entertainment Software 

•N 

688 Attack Sub 

33 

Hunt Red October 21 

Stormovik 

33 

Ancient Glory 

27 

Indy 500 

33 

Street Rod 

27 

Bards Tale 3 

33 

Iron Lord 

27 

Sword of Aragon 

27 

Battlehawks 42 

33 

It Came Fr/Desert 

33 

Test Drive II 

30 

Blockout 

27 

Lakers/Celtics 

33 

The Krystal 

33 

Bluemax: Aces 

33 

LHX Attack Chop 

39 

Their Finest Hour 

39 

Brainblaster 

27 

Loom 

39 

Tunnels & Trolls 

33 

Buck Rogers 

33 

Madden Football 

33 

TV Sports F/ball 

33 

Budokan 

33 

Mi-Tank Platoon 

41 

Ultima 6 

41 

Centurion: Rome 

33 

PGA Tour Golf 

33 

Untouchables 

27 

Champion Krynn 

33 

Pool of Radiance 

33 

War of Lance 

33 

DRAGON Force 

33 

Populous 

33 

Waterloo 

39 

Dragon Strike 

33 

Railroad Tycoon 

38 

Weaver B/ball 1.5 

27 

Dragons of Flame 

18 

Red Lightning 

39 

Wolfpack 

34 

Empire 

33 

Red Storm Rising 

35 

Xenomorph 

30 

Escape Hell 

33 

Renegade Legion 

39 

Specials (Limit Otv) 1 

I' -IS Strikeagle 2 

35 

Second Front 

39 

Airborne Ranger 

16 

F-19 Stealth Fight 

41 

Secret Silver Blade 33 

Carrier Command 

16 

Fire Brigade 

30 

Silent Service II 

41 

Gunship 

18 

Fountain Dreams 

33 

Sim City 

30 

Kings Quest 1-3 

60 

Harpoon 

39 

Star Saga 1 or 2 

33 

Modem Wars 

20 

Harpoon Set 2/3 

21 

Starfleet II 

39 

Pirates 

16 

Heroes of Lance 

27 

Starflight H 

33 

Silent Service 

11 

^ound Shadow 

27 

Storm Europe 

39 

Starglidcr II 

y 


3909 Pulaski Highway / Abingdon, MD 21009 

Shipping: add $3.50; 2nd Day Air add $5.50. COD add $4.00. APO & 
Overseas charged, minumum $6.00. Software sales are final. Defectives 
replaced same. VISA & M/C accepted. We carry ST software. 

We will match any advertiser’s price found in this issue! 



Save 25% on all new Games. 

Save 50% on preowned Games. 

We buy any game we sold to you. 

Within 30 days of the purchase we 
give you 33% credit or 25% cash of 
the purchase price. 

if you like to sell us your other games write 
or call our BBS. Proof of legal ownership 
and a signed licence transfer is required. 
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TurboExpress 

(Continued from page 64) 

of the machine. This smali wonder has 
an antenna to pick up local stations 
while traveling and a video-in p)ort that 
can transform the TurboExpress into a 
portable color monitor for a camcorder. 
What versatility! 

One slight downside will be the limited 
availability for this Christmas. It is prob- 
able that only stores in New York, Los An- 
geles, and San Francisco will be getting 
allocations for the holidays. Widespread 
distribution will not occur until the Spring 
at the earliest. For those in the San Fran- 
cisco area, be sure to check out NEC’s 
first retail location. It is a kiosk called 
TurboZone in the Serramonte Mall in 
Daly City and is probably the best source 
to obtain one of these hot elusive 
machines. 

The impact of TurboExpress and NEC’s 
innovative marketing strategy is sure to 
have profound affects on the game 
machine market in the United States for 
years to come. To see this machine in ac- 
tion is to fall in love with it. CGW 


TliPIN ENGINE GHMING PRESENTS 


Out Time Days 

a game of Time Travel in an alternate dimension 

THE EXPERIENCE: OTD is a game of life on a 

strange world. Although populated by a variety of O ^ 

semi-humanoid races, it is nothing like the Earth 

that your character left behind. Gone is the industri- [ \ 

al might of large nations. The multi-talented worker ^ 

is a thing of the past. Even your famed Time Jump- V 

ing skills have been checked to a certain degree. ‘ 

However, you do happen to be one of the few Time 
Jumpers on this world, and that in itself is a major strength. 

You’ll choose one of several sects to work with, or attempt to 
create your own from scratch, which will help set your general meth- 
od of operation. As each new time opens, there are new discoveries to 
make, new lands to chart, and new people to meet. The world awaits 
change, and you are the catalyst. 

OUT TIME DAYS is a highly interactive role-playing Play-By-Mail 
game with turns processed weekly. It has received excellent reviews, 
notably from Flagship and Paper Mayhem. Turn cost 
is $5.00. The game is open ended and 99% computer 
moderated. The rulebook may be obtained for $5.00 
(refundable with startup). A special startup is 
available that gives you the rulebook, the startup 
turn, and five turns for only $15.00. 

Dqjendable, weekfy, raror-free turns since 1984 


Space Combat 

a game of pure tactical combat... 
in a rather unique environment 

You’ll be figliting in an cdgclcss contest zone aboard liv- 
ing creatures. Space Combat is itimost all combat, with 
some room for diplomacy. Offensive actions include 'J] 
the creature’s Psycliic Screams to mentally disrupt ' 
otliers, launching Inverse Mines that will ituplode 
near your enemy, freeing Spores to destroy inter- 
nals, using Nerve Pulses to paralyze pesky scouts, 
and Virally infecting your opponent in tlie hopes of 
taking over their alien. Each turn comes witli a special full-page graphic 

printout of your ending position to aid 
you in planning. 

Space Combat was designed to be 
etisy to learn, but difficult to master. 
Every game starts with ten players, . 
and as eacli is eliminated, tlie clumces 
of the game ending will incretise. 
Turnshccts tire custotn made on a laser 
printer to aid you in filling out your 
next turn. The games tun about 12-18 
turns. Cost is $.1.50 per turn. A lule- 
book (required before you can join) is 
$1 .00 (free if you mention this ad!). 




Tujin Engine Gaming; Dept 631; 3254 Mapie Leaf Ct.; San Jase, CH 95121 
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Review 


A Crystal-Clear Look at Citadel 


Adventure on the Macintosh 

by Dave Arneson 



I n CGW #44 (p. 36), reference 
was made to a product being 
developed for Mindscape’s dis- 
tribution program entitled Citadel. 
The reference noted " ...a unique 
approach to the command inter- 
face from earlier efforts;...". A 
later reference (CGW #45, p. 16) 
went on to say, "...offers the most 
unique character creation scheme 
that we have seen, ...." That was 
1988. Mow, in 1990, the design 
team of Citadel has managed to 
market the game without 
Mindscape’s distribution muscle. 


Postscraft's Citadel: Adven- 
ture of the Crystal Keep still fea- 
tures an intriguing character 
generation system. Characters 
begin in the "nursery" where one 
gets to choose what sort of folks 
his/her parents were (reverse 
genetic engineering?). Whereas 
most games allow players to 
choose the character’s race. 

Citadel allows them to choose 
the parents’ vocations, as well. At 
this point, players are presented with a bar graph that shows 
where the character starts (statistics-wise) as a youth. Players 
must then choose how the character will spend his/her formative 
years (in work, study or play) and this, in turn, determines what 
classes one’s character is eligible to participate in. 


This is a fascinating way to develop characters, but alas, every- 
thing is almost immediately translated into numbers, so one can 
only ask "Why bother?" Once the data is converted into num- 
bers, the background is never again referred to in text. One tends 
to be a bit "let down" when all that intriguing work turns into 
simple number-crunching. 


Mext, players create a "stable" of characters for the Inn. Once 
that is complete, it is possible to go to the Inn and add them to 
the party with only occasional difficulties. Oh, ’Bad’ characters 
tend to shun their part of combat, but nothing grotesque like 
characters attacking other members of the party occurred to this 
reviewer’s notice. 


character early on in order to help pur- 
chase the party’s allocation of basic 
equipment. Note, however, that even 
when the party has enough money, it 
is not always possible to get what one 
wants. 


Speaking of the shop, there is 
another intriguing twist. At the point in 
the game when the party goes to sell 
the chalice, it is possible to haggle. 
Characters can refuse one offer and, 
in turn, the shop keeper will come 
back with another! After too much hag- 
gling, however, the man will close the 
shop for a week and really leave the 
party high and dry. Now, that is uni- 
que! 


By the way, there is no robbing or pil- 
laging allowed within the village and, 
in fact, the village is really just a series 
of menu choices rather than an en- 
vironment for the party to explore. 

The "edge of town" area with all the 
pointing signs is interesting, but even 
it is just a pretty picture and the signs 
only lead to fancy menus. It is impos- 
sible to walk around the town or sur- 
rounding countryside and get a sense 
of what the Citadel universe is like. In- 
deed, the universe is a dungeon and 
nothing more. So, it’s off to the dun- 
geon in order to build up those charac- 
ters. 


The game has good dungeon graphics and there are some very 
nice animation routines. Also, Citadel’s sounds are interesting. 

At least, that door closing behind the characters definitely sounds 
like it is closing and locking. This writer certainly ended up check- 
ing it out enough times. Players also have the option of per- 
sonalizing their character icons. One’s edited icon shows up well, 
even if it isn’t in color on the Macintosh. 


Wandering about in the dungeon will quickly demonstrate that 
it isn’t very big. However, one soon discovers that a lot of areas 
are closed off until the keys are located; one learns how to 
operate the elevator; and the secret doors are discovered. In 
other words, the dungeon offers standard fare with a few interest- 
ing twists. 


Now a good story can make up for a lot. Unfortunately, this 
one is run-of-the-mill. A nasty wizard imprisons a sexy good 
wizard and turns his attention to enslaving the world. Naturally, a 


TITLE: 

Citadel: 


Adventure in the Crystal Keep 

SYSTEM: 

Macintosh, IBM (December) 

PRICE: 

$49.95 

DESIGNER: 

David Pavan 

PUBLISHER: 

Postcraft 


Valencia, CA 


The party needs to visit the shop, which has a limited inventory 
of overpriced items. It is a good idea to have one "money bags" 
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/**’'■' ’ Available for IBM ; Tandy / Compatibles 

Ask for Tunnels & Trolls at your local dealer or 
order direct from New World Computing, Inc. Cluebook 
'' also available. Tunnels & Trolls: Dreams of the Dragon. 

All brand names and trademarks are the property of their respective holders. Tunnels & Trolls 
is a trademark of Flying Buffalo. Inc. and is used with permission. 


P.O. Box 2068, Van Nuys, CA 91404 
Customer Support (818) 999-0607 
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Buck Rogers Continues 

by Scorpia 



TITLE: 

Buck Rogers: 


Countdown to Doomsday 

SYSTEMS: 

C-64, IBM 

PRICE: 

$49.95; (C-64) $39.95 

DESIGNERS: 

Bret Berry and Dave Shelley 

PUBLISHER: 

Strategic Simulations, inc 


Sunnyvale, CA 


O k, all you rocket jockeys! It’s time to strap in, blast off, 
and save the universe once again! Sinister doings are 
afoot, and only you can stop them! 

Replete with captures, escapes, rescues, combat, underhanded 
schemes, a nefarious villain, and a dastardly plot to uncover. 
Buck Rogers: Countdown To Doomsday is classic space opera. 

There’s nothing especially deep about the storyline. It’s the age- 
old tale of underdog freedom fighters versus tyrannical overlord. 
This time around, the underdog is NEO, the New Earth Organiza- 
tion, and the tyrant is RAM, the Russo-American Mercantile, 
which has something of a stranglehold on most of the planets in 
the solar system. Only Earth has broken free, and that freedom 
is still rather shaky. 

So NEO is recruiting to beef up the ranks, and naturally you 
sign on. You and your five friends, that is. As with SSI’s AD&D 
line, you get to create a full party of characters for the game. 
However, since this is a high-tech environment instead of sword 
and sorcery, you’ll have to adjust to some major differences. 


There are six races: Terran, Martian, Venusian, Mercurian, 

Desert Runner, and Tinker. The first four are pretty much 
human, but the Runners and Tinkers are actually bio-engineering 
creations, combining both human and non-human traits. All 
races get various pluses or minuses to stats, so some are better 
suited for certain professions than others. 

Speaking of professions, as you might expect, they’re a little dif- 
ferent, too. This time the choice is among Rocketjocks (pilots). 
Warriors, Medics, Engineers, and Rogues (basically a thief type). 
A good party will have one of each, except Warriors, of which 
there should be two. Runners make the best Warriors, and 
Tinkers the best engineers. 

During character creation, it’s necessary to keep the manual 
handy. (Jnlike the AD&D series. Buck Rogers: Countdown to 
Doomsday is very heavy on skills. Many are used during play, 
but a few aren’t. Those that aren’t used are clearly noted in the 
docs, so check the manual to be sure you don’t waste points on 
something that isn’t important. 

Skills come in two varieties: career skills and everything else. 
Career skills vary by profession: Battle Tactics for Warriors, Pilot 
Rocket for Rocketjocks, Bypass Security for Rogues, etc. Each 
time a character gains a new level, he or she is awarded points 
to distribute amongst the skills: 40 points for career skills, and 
20 points for everything else. 

Since what is a career skill for one profession falls under "every- 
thing else" for a different one, it is possible for any class to learn 
any skill, although of course advancement in a skill outside one’s 
profession is naturally slower. 

Still, this comes in very handy. One of the most important skills 
in the game is "Maneuver in Zero-Gravity". A lot of the party’s 
time wiil be spent in areas that have little or no gravity, and how 
well a character can move or fight depends on the Zero-G skill. 
Wise players will beef this one up every chance they get. 

Other "everything else" skills that are helpful include Program- 
ming, Library Research, Befriend Animal, and Planetary Survival 
(none of these are career skills for any profession). 

A very nice feature is the "Leadership" skill available to War- 
riors. This allows you to control NPC’s who temporarily join your 
party. If the Warrior makes his Leadership roll, one or more 
NPC’s can be directed by you, instead of fighting on their own. 
This is especially handy when you’re preparing to throw a bomb 
into the middie of the enemy! Nothing was more aggravating in 
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MOTHER NEVER 
WARNED YOU 
ABOUT. . . 


Lead your country to 
global supremacy while 
fending off nuclear 
strikes, propaganda 
attacks, and such oddities 
yps earthquakes, 16-Ton 
^eights, and mysterious 
iSiens. Select your 


opponents from a list of 
comical leaders like 
Malomar Kadaffy, Tricky 
Dick, and Ronnie Raygun. 

A wacky game of 
twisted tactics and 
desperate diplomacy. 
Nuclear War is hours of 
devastating fun! 


Available for the IBM and 
Amiga computers. 


ri«9tTiyt cquciit. 
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LucasArts on the art and science of entertainment 


SOME OF HITLERS 
DEADLIEST WEAPONS NEVER 
SAW AQION. UNTIL NOW 




Imagine the shock of American B-17 
piiots when the first German jet fighters 
whistled past. The lumbering bombers 
seemed to be standing still, sitting ducks for 
radical aircraft years ahead of their time. 

The twin-jet Me 262 unleashed a 
volley of 24 air-to- ^ air missiles in 
less than a tenth ^ 
second. It’s 


just one of the little-known aircraft you’ll 
encounter in Secrets Weapons of the Luft- 
waffes You’ll also blast off at 16,000 feet per 
minute in the incredible Me 163 Komet 
rocket fighter. And pilot the remarkable 
Gotha 229, which bore an uncanny 


resemblance to today’s Stealth bomber. 
Were the Allies saved by Hitler’s blunder? 

As you’ll read in the 224-page histor- 
ical manual. Hitler’s demand for a blitz 
bomber delayed deployment of the Me 262s 
as fighters. 

In Secret Weapons of the Luftwaffe, 
you can reverse that decision. And pit these 


revolutionary weapons with the more 
familiar German Bf 109 and FW 190 
fighters against the Eighth Air 
Force B-17 Hying Fortresses, P-51 
Mustangs, and P-47 Thunderbolts. 
All technically, historically, and graphically 
authentic. 

Fly in the face of danger. 

Desperate to stop the massive day- 
light bombing raids of the Allies, the 
Germans rushed their experimental aircraft 


Secret Weaports of the Luftwaffe is available for IBM and 100% compatibles. Visit your retailer or order directly with Visa/MC by calling 1-800-STARWARS 
(in Canada 1-800-8287927). and © 1990 LucasArts Entertainment Company. All rights reserved. IBM is a trademark of International Business Machines, Inc. 


into service in late 1944. You’ll experience 
the nail-biting terror of piloting aircraft 
that were as dangerous to fly as they were 
to the enemy. 

You’ll rock with the impact of a direct 
hit. Struggle for visibility through oil 
smeared, bullet-shattered canopies. Watch 
in horror as your 
engine burns. And 
wrestle for control 
against G-forces 
and rough wind 
conditions. All 
with the vivid 
realism of bit- 
mapped 256-color VGA graphics and room- 
rattling sound effects. 

In Secret Weapons of the Luftwaffe, 
you’ll do more than relive the air combat 
over Germany from 1943 to 1945. You’ll 
decide for yourself whether these exotic 
superweapons could have changed the out- 
come of the war. 



lUCASFILM 


A DIVISION OF LUCASARTS ENTERTAINMENT COMPANY 
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Review 


the AD&D series than eager-beaver MFC’s who charged into the 
fray just as your mages were letting loose with Tireballs. Now, at 
least, you have a chance to avoid these little mishaps. 

Also as with the AD&D series, you have the ability to modify 
character stats before beginning play. 1 highly recommend 
making use of this feature, particularly since the higher your 
stats, the better some of your skills will be. 

All characters come equipped with a spacesuit (armor), bolt 
gun (weapon), and some money. These items are already 
equipped for you, since you get thmst into the action at the very 
start of the game. 

Just as the orientation for new recmits begins at NEC’s 
Chicacorg center, RAM forces stage an attack. The base is taken 
completely by surprise, and it’s up to your group to jjerform the 
heroics that will repel the RAM invaders. Once you’ve ac- 
complished that little task, you are whisked away to NEC’s 
secret orbital base. Salvation, and the game begins in earnest. 

At first, your assignment is of a rather humdrum nature: scour- 
ing space for old ships that NEC can cannibalize for much- 
needed parts. Hardly what you were expecting after such a bril- 
liant performance back on Earth, but fear not! That will change 
very quickly. 

Possibly, too quickly. It isn’t long before you come across what 
app>ears to be an abandoned ship. Oddly enough, it looks to be 
in very good shape. That alone is enough to give anyone second 
thoughts, but our brave spacefarers won’t get very far if they 
don’t investigate. 

Once through the airlock, you have the feeling you just stepped 
onto the set of "Alien". No one’s around, warning lights are on, 
and there’s an unpleasant sensation that something (maybe 
many somethings!) is just lurking in the dark, waiting for you. 
This is an excellent place to save the game. 

As you explore the ship, you will find that the "somethings" 
aren’t the worst of your troubles. A mysterious rash begins to af- 
flict your party, first as a minor irritation, then as a major dis- 
aster, causing characters to go berserk. And you thought 
scavenging was dull! 

Fortunately, the condition can be cured if you find the right 
place and take the proper steps. Still, it’s a little nerve-wracking 
to be walking around a death ship, wondering who will next fall 
victim to the mysterious ailment, while you’re trying to find out 
what’s going on, and fighting off nasties on top of it all. 

Once you’re past this part of the game, you have more 
freedom of movement. While you will be getting regular assign- 
ments on Salvation, you generally don’t have to go rushing right 
off. Take some time to visit the asteroid belt and planet bases, to 
see what’s for sale in the various shops (not everyone has every- 
thing, and sometimes prices for items can vary considerably). 

This is a good place to talk about combat, as there is a fair 
amount in the game. Rrst, it’s much like that in the AD&D 
series; most of the commands, movement, etc., are the same. 
However (and it’s a big however), this is high-tech, and the 
weapons make a big difference, thanks to RoF. 

RoF is "rate of fire". Handguns and rifles can be fired multiple 
times per turn. Rocket pistols, for example, have a RoF of 4. 
Anyone using this weapxjn gets to shoot four times with it. Of 
course, there’s no guarantee you’ll hit every time, but with four 
shots, you’re likely to get in at least one strike, and maybe more. 
(By the way, most fully loaded weapons carry 250 rounds.) This 
allows the non-Warrior classes to be much more effective in com- 
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bat, a pleasant change from the usually inept [performances by 
non-fighters in the fantasy series. 


It is, by the way, a good idea to have a small selection of dif- 
ferent weapons for each character. Hostile robots are always pop>- 
ping up when you least want to see them, and they are generally 
immune to one or more types of weapons (so, for that matter, 
are several types of critters). In particular, the heavy combot (AC 
-4!) can’t be hurt by lasers or rockets. Needle guns, bolt guns, 
heat guns, and good old-fashioned swords, however, will certainly 
do the job on it. 


Most importantly, the minute one of these things appears, drop 
a chaff grenade on it to keep it from using its primary weapon, 
the rocket launcher. This can do mucho damage to your team in 
a very short time. Once it’s sitting in a cloud of chaff, though, it 
will switch to a needier, which is a trifle less painful. Everyone in 
the party should always carry several chaff grenades, as you 
never know who will ^ first to move. 


After combat, your medic will automatically try to heal anyone 
who’s been injured. This is the only time healing is done by a 
party member. How much is done deprends on the medic’s skill 
in curing wounds, so most points should be put into healing 
Light, Serious, and Critical wounds. "Diagnose" needs only 15 
points to be effective, so no more than that should be put into 
this skill. 


The ship itself has medical facilities, but these can be used only 
when the party is returning from outside. If there are injured 
people in the group, you are automatically queried on re-entry if 
you want to use the onboard medic. Hnally, if you still need heal- 
ing after this (or run out of medical supplies), several bases have 
hospitals to patch up the walking wounded. 

You have the option, from time to time, to avoid random en- 
counters, if you’re lucky. Occasionally, while meandering through 
an enemy stronghold, you will happen upon hostile inhabitants 
and be given the opportunity to hide from them. If this is success- 
ful, the bad guys move along and you can then go your way 
without having to fight. My party seemed to do better at this 
when the Rogue had a good skill in Hide In Shadows. 

Combat resolution overall is extremely fast, although I can’t tell 
whether that’s due to the code or the speed of my 386. Either 
way, everything moves at a good pace, and fighting is usually 
over pretty quickly. 
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Altered Destiny 

$41 

A-IOTank Killer 

$33 

Civil War #1-3 ea. 

$28 

Grand Prix 


Auto Duel 

$28 

Balance Planet 

$34 

Battle Chess 

$33 

Gold Amencas 

$28 

Heatwave 

$21 

Knights Legend 

$33 

Gunboat 

$33 

Battle Chess II 

$34 

Hails Montezuma 

$31 

Nicholas Golf 

$21 

Omega 

$33 

Hardball II 

$28 

Dragon Wars 

$34 

Panzer Battles 

$28 


Jack CD #3 

$12 

Space Rogue 

$33 

Ishido 

$38 

Future Wars 

$34 

Reach Stars 

$31 

Steel Thunder 

$21 

Tangled Tales 

$21 

Search for the King 

$41 

Mech Warrior 

$33 

Rommel 

$28 

Strike Aces 

$28 

Times of Lore 

$28 

Star Control 

$34 

Neuromancer 

$33 

Run 5 i??^ig 


Test Drive II 

$21 

Ultima Trilogy 

$40 

Strateao 

$34 


sm 



Musdecars 

Ka 

Ultima IV or V 

$40 

Strike Aces 

$34 

Command HQ 

$41 

Azure Bonds 

$M 



Windwalker 

$28 


Test Drive III 


$41 


Jack Unlimited Golf $41 


wmimEimuND i 

Anc. Art War Sea 

$31 

Carmen Time 

$31 

Dark Heart 

$34 

Delux Carmen 

$54 

Joan of Arc 

$31 

Omni Basketball 

$34 

Prince of Persia 

$24 

Sim City 

$34 

Sim Temain Edit 

$15 

Wings of Fury 

$28 

Wolfoack 

$38 

ELEC.AFtm 1 

Ceniunon 

$34 

Empire 

$34 

F-16 

$34 

Fount Dreams 

$34 

It Came Desert 

$34 

Madden Football 

$34 

PGA Golf 

$34 

Populous 

$34 

688 Attack Sub 

$24 

Starfleet II 

$41 

Starflight II 

$34 

Stormovik 

$34 

TV Basketball 

$34 

Weaver 1 .5 

$28 

1 GENERAL QTRS \ 

Action N. Atlantic 

$30 

Austerlitz 

$30 

Bismark 

$30 

Borodino 

$30 

Midway 

$30 

Prelude Jutland 

$30 

Raider Atlantis 

$30 

River Plate 

$30 

\ LANCE HAFFNER 

Courtside B.ball 

$30 

Full Count BB 

$30 

Full Count 89 

$13 

Input Disk 

$13 

Pro Basketball 

$30 

3 in 1 Football 

$30 

3-1 89 Teams 

$13 

INFOCOM 

Battle Tech 

$33 

Circuit's Edge 

$34 

Crescent Hawk 

$34 

King Arthur 

$28 

Mines of Titan 

$31 

1 

1 

m 

Battle Hawks 

$34 

Finest Hour 

$41 

Loom 

$41 

Monkey Island 

$41 


F-15II 

F-1 9 Stealth 

Gunship 

M-1 Tank 

MegaTraveller 

Midwinter 

Railroad Tycoon 

Red Storm 

Silent Service II 

Space 1889 

Solcastlna 101 


$37 

$46 

$33 

$46 

$41 

$34 

$41 

$37 

$41 

$41 

$41 


Battles of Napoleon $34 


MINDSCAPE 1 

Bal. Power 1990 

$34 

Days Thunder 

$34 

Guns & Butter 

$34 

Hostage 

$34 

Loopz 

$28 

Star Trek V 

$34 

NEW WORLD 

Kings Bounty 

$34 

Tunnels S Trolls 
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Review 


The one place where combat lags terribly Is ship-to-ship com- 
bat. This part of the game was not very well Implemented. Basi- 
cally, you fight enemy ships from time to time, but this is at your 
discretion since you can usually avoid a fight if you prefer. You 
will probably want to engage the enemy some, however, because 
you can use the hulks of your defeated enemies for salvage, 
which puts money in your special NEO account. 

This account is used to purchase fuel, repairs, and such at 
various bases. Fuel is the most important item; you can use it up 
pretty quickly during space travel, and there may not always be 
enough left to get back for a refill at Salvation (where ship main- 
tenance is free). Thus, from time to time you simpiy must 
engage in space combat. 

The basic technique is to disabie the enemy ship, then close so 
you can board it and take over the Engineering section, signaiing 
victory for your side. CInfortunateiy, there aren’t many options 
available here. Your ship has several weafxsns, most of which are 
rather weak lasers. The best weapons are fired by the pilot, who 
doesn’t have the best chance at hitting. There is no skill at all for 
anything like "Ship’s Gunnery", a surprising omission in view of 
the many other skilis that are inciuded in the game. 

Everyone simply shoots their weapons and hopes for the best. 
No maneuvering, no real tactics, nothing particularly sp>ecial. 

Ship combat thus turns out to be more a static siugfest than any- 
thing eise, and is the weakest part of the game. 

So, just what is ail this fighting about, anyway? That’s some- 


thing you must discover as you bounce around the solar system, 
going from the asteroid belt to the steaming jungles of Venus, 
the arid plains of Mars, and the satellite stations of Mercury. RAM 
is up to no good, and time is running out. 

In between, there are a few "side quests" you can undertake. 
They have no particuiar bearing on winning, but they provide ex- 
perience, and being related to the overall plot, add a little extra 
spice to the game. Buck Rogers makes a cameo appearance or 
two (including a brief stay with your party), as does Wiima Deer- 
ing. 

The game moves quickiy; there is always somewhere to go and 
something to do. In that sense, it is reminiscent of Pool of 
Radiance, where assignments were aiways waiting at the town 
hail. You are never at a loss for where to head next, so it’s dif- 
ficult to go wrong. 

Where Buck Rogers differs from POR is that everything, one 
way or another, relates to the central theme of RAM’s sinister 
plot that must be uncovered. It all fits together nicely, and is thus 
very satisfying. 

Countdown To Doomsday is a fun game to piay. Combat is 
weli-baianced, the use of non-combat skiils is good, the viiiains 
are nasty, and the flavor of the old-time serials is maintained 
throughout. 

Bottom iine: Good, iight adventuring and a nice change of pace 
from the fantasy iine. CQW 

Copyright 1 990 by Scorpia, alt rights reserved. 


MINDCRAFT IS LOOKING 
FOR 

PROGRAMMERS 

IF you can program MS-DOS based computers (C 
and assembly), 

AND IF you have interest and experience in develop- 
ing games, 

AND IF you can handle a job which is actually FUN, 
THEN please call or contact us without delay, 

ELSE regret the missed opportunity, forever. 

Full-time, inhouse positions. 

Flexible work schedule O.K. 

Excellent salary plus benefits and incentives package. 

To learn more about Mindcraft, contact us by sending 
us your resume, or call us at (21 3) 320-5214 during 
regular hours (Pacific Time). 


MINDCRAFT SOFTWARE, INC. 
2341 205th Street, Suite 102 
Torrance, CA 90501 
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TO ORDER BY PHONE: 


MORE THAN A MUSIC CARD -A LOT MORE! 

Sound Master now supports the internal PC sound systemi With the support of leading 
game publishers, Sound Master is compatible with all game titles. Sound Master 
radically improves your existing PC sound quality! Plus you get an advanced 3-voice music 
synthesizer anc/a DMA driven digitizer for real life 
speech, multi-voice music, and sound effects-just 
like an Amiga, Apple lIGS, or Tandy 1000 SL/TU/RL. 

Electronic volume and panning adjustment. True 
multipart music, speech, sound effects, internal 
speaker support.. .all in STEREOI Dual digital input 
ports (with power and ground) accept Atari, Com- 
modore, and other true game-machine joy-sticks 
and other "real world" input devices. 


A COMPLETE PRODUCT 


Call (503)342-1271 (8-5 PST) and 
have your VISA/Mastercard/AMEX 
ready. Shipping cost is $5 per order, 
or $8 for fast 2nd day air delivery. 
Most phone orders processed within 2 
working days. Sorry, C.O.D.'s not 
accepted. If ordering by mail, allow 
two weeks for personal checks to 
clear. 30 day return guarantee if not\ 
totally satisfied. Please specify com- ' 
puter make when ordering. 


Speakers includedi Or use your own stereo 
headphones or Hi-Fi system. Comes with demo 
and utility software. Board installs in minutes into 
an available slot (not for use with micro-channel bus). One year warranty. Proudly made in 
the U.S.A. Covox has been manufacturing audio and voice recognition products for PC' 
since 1983. Call, write, or FAX for a FREE catalog. 

BEST VALUE EOR A PC SOUND CARD- ONLY $1 19.95 
COVOX INC. TEL 503-342-1271 

675 Conger St. FAX 503-342-1283 

Eugene, OR 97402 BBS 503-342-4135 

All Trademarks acknowledged as the properties of their respective owners. 

Copyright © 1990, Covox Inc. SOUND MASTER is a registered trademark of Covox Inc. 


SOUND MASTER® 

THE ONLY SOUND ENHANCEMENT BOARD 
THAT WORKS WITH ALL PC GAME TITLES 
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The F-14 TOMCAT. 

It’s the most famous fighter jet in modern military 
aviation. Massive but agUe, heavily armed, deadly. Fighter pilots 
affectionately call this hxillding warplane the “MiG Killer” for 
its dominance of the Soviet-built craft. 

Now you can fly the P-14, on various carrier-based 
missions that pit you against 8 different MiOs and the Soviet- 
built Su-22, from the Mediterranean to the vcdatlle Persian 
Guff. Yotj!E be engaged in hostile dogfighting action within min- 
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4 1990ACTIVISI0N.AdLlblsar6g. trademark ' 
of Ad Lib Inc. Game Blaster and Sound Blaster are 
trademarksofCreatlveLabs.Inc.MS-DOSlsareg. - * -* 
trademark of Microsoft Corp. PS/1 Is a trademark of . 
IBM. Rolandlsareg.trademarkofRolandPorpUS. ' 
Ikndylsareg.trademarkofTandyCorp*. 


'Fighter Pilot for a Day" Sweepstakes 

WIN a FREE Trip to 

. Air Combat USA in Fullerton, California 
" Learn Authentic Air Combat Techniques 
. . Fly Your Own Dogfighting Mission 

7 See Your Local Retailer for Contest Details 
- Call 1-800-227-6900 to Order 
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Blue Max 

(Continued from page 24) 



since only one key or input may be accessed by the computer at 
a time, the mechanics of pressing keys is somewhat clumsy (if a 
stumble-fingered opponent lingers on his key, one has to wait). 

A strategic mode allows input via the traditional board gamer’s 
hexagon map (a la Yaquinto’s Eagles or SSI’s computer 
Eagles). After the moves (roughly 150 feet per cell) are locked 
in on the right screen, the left screen executes them in a cockpit 
perspective. If the enemy plane files into one’s sights, he may 
then fire in "real-time". The strategic mode can be played with 
variable time per turn and per flight; the designer recommends 
15 second turns and 20 minute flights. 

One may elect realistic or direct flight and bullets or crosshairs. 
The former options are more accurate in a historical sense, al- 
though they vastly increase the difficulty of the game. Realistic 
flight causes a novice to continually overcompensate, while bul- 
lets compel one to properly "lead" the target. 

In practice flight and action dogfight scenarios, each side has a 
balloon, which can easily be destroyed. In fact, balloon destruc- 
tion may be too easy, since historically, they were surrounded by 
heavy concentrations of Archie (anti-aircraft emplacements). 

Three separate campaigns are included: Bloody April, the Battle 
of Amiens and the Ludendorf Offensive. Each campaign includes 
several missions, involving fighter cover, aerial reconnaissance 
and bombing of objectives. 

Game Play 

The designers and publishers of Blue Meix note that it is a play- 
ing experience, and not a detailed simulation (though the packag- 
ing and advertisements for the game do not make this clear). Al- 
though the planes will stall, it is still possible to literally sit on 
one’s tail and climb to 20,000 feet, or to do a complete loop. His- 
torically, the vertical climb was impossible until the advent of the 
jet, and the famous "Immelman Turn" was devised because a full 
loop was impossible given the underpowered machines of the 
First World War, thus Max Immelman’s half loop with a full twist 
was the most effective method to achieve a rapid 180 degree 
turn. 


Max allows one 2,000 rounds without flaw. Flight mechanics 
have been liberalized, although selecting the early Fokker III is a 
challenge to even the expert player. 

Even in a dogfight scenario, one can practice bombing and 
reconnaissance missions. But dogfights last until one lands; thus, 
the destruction of an enemy plane will generate another, until 
such time as one is killed or succeeds in putting the plane on the 
ground. Landing is not difficult, since it merely involves levelling 
out at a speed of 50 mph or less. The difficulty lies in terrain 
orientation. Although there are maps printed in the text, one can- 
not access a strategic map in flight. Granted this is more ac- 
curate; it is just that in a product emphasizing the game aspects, 
one would wish to have geography play a less important role. 

Damage is generic, and the "lucky shot" does not occur. Right 
continues until the plane simply incurs too much damage to 
remain in the air. Degradation of flight does occur (i.e. turn- 
ing/climbing ability), but is equitabiy apportioned. Thus, there is 
no distinction between firing into the left wing root or the cockpit. 

Conclusions 

Blue Max strives to give one a feel for World War I dogfighting; 
accuracy is sacrificed to gameplay. The aircraft are simply over- 
powered for their historical period, and the use of the wingover, 
the "Immelman" turn, sideslips, barrel rolls, etc. are ignored. 

The historical gamer may find the historical verisimilitude 
slighted too much to yield a simulator capable of being both a 
learning tool and an entertaining experience. However, as noted 
above, the game was designed for the general market; gamers 
who are more into "game" than "simulation" should find Blue 
Max enjoyable. 

This reviewer would like to thank the staff at the CJSARSOC 
(United States Army Reserve Special Operations Command), 
Ft Bragg, NC, for their permission to access the computers 
therein, without which this review would not have been pos- 
sible. 
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Introducing 
Total Realty 

This 256-color, true-to-life golf simula- 
tor gives you unprecedented 3D 
graphics. . .so realistic— so advanced— 
you’ll think you’re on the course. 


I JNKS 

THK CHAl.I.KNOK OF OOLF 





I t’s a beautiful Spring morning as you prepare to 
tee off. You select your #1 driver (ignoring your 
caddy’s wisecrack). . .take a practice swing. . . adjust 
your stance. . .and drive one right down the middle 
for 290 yards. As you approach your second shot, 
you notice every detail of your surroundings... 
the location of each tree. . .the contour of each 
hill and slope. . .the lay of the ball. . . 

A day on your favorite course? Not 
quite, but it’s the next best thing. 

LINKS. . . The Challenge of Golf is a totally real- 7 

istic golf simulator that’s a quantum leap ahead 
of any computer golf game you’ve ever seen. 

You’ll control your game to the degree you pre- 
fer... from defaulting to the standard swings... to 
adjusting your stance, backswing, acceleration, 
power and snap. With every drive and putt, your 
ball will act according to the true laws of physics. 

And you’ll experience all the sounds of a real 
tournament. . .from commentary. . .to caddy’s 
remarks... to the swoosh of the swing... click of the 
drive ....and bloop of the ball in the water. 

LINKS also includes a practice area for driving, 
chipping and putting. 

3D Terrain 

LINKS is brought to you by Access Software. . . 
the same fanatics for accuracy and realism who gave 
you World Class Leader Board Golf — and the graphics 
are unbelievably realistic. Gone are square-edged 
screens that look like Lego blocks. With LINKS, hills 
actually look like hills, trees look like trees, water 
looks like water. (And, yes, golfers even look like 
golfers.) In fact, LINKS uses graphics technology so 
advanced that a VGA system is absolutely required 
for play. 

Experience the next generation of golf simula- 
tors. Reserve a Tee Time with LINKS. 

We guarantee you’ll absolutely love it — or 
your money back! 


Totally 

Realistic 


VGA 


Video 
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"So Realistic, you’ll think you’re there 

LINKS features totally realistic 3D terrain... combining stunning 256<olor, 
3-dimensional terrain graphics with the revolutionary technology that 

gives you astonishing digitized sound effects without hardware. 


Actual '256-Color VGA Screens 


To get on the course with LINKS, 
visit your retailer or call 

1 - 800 - 800-4880 

TOLL FREE 

(Credit Card orders only) or clip and return the order form 



545 West 500 South, Bountiful, Utah 84010 
801-298-9077 FAX 801-298-9160 
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ORDER FORM 

□ YES! I’m ready to Tee Off with LINKS... and experience the astonishing reality of 
3D terrain with 256-color graphics and digitized sound effects. Please rush me my copy. 
Satisfaction Guaranteed. (VGA system and hard disk required). 


□ 5 1/4-inch Disk □ 3 1/2-inch Disk 

□ I’ve enclosed $59.95 as payment in full. 

D Charge this order to my: 

n VISA C] MasterCard Q American Express 
Card No. 


Name . 


Address . 


City . 
State 


-Zip_ 


Expires 

Signature 

(all orders must be signed) 


Mail to: ACCESS SOFTWARE INCORPORATED 
545 West 500 South, Suite 130, Bountiful, UT 84010 
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ABHORCLASS < 

7 ♦ • ^ # 
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CUTLASS 

DIRK 15 

LEATHER CUIRASS 
SUEDE FAKTS 
BUSKIKS 
STAVE I SSLES 
COPPER KEV 3 


YOU GAINED 5 HIT POINTS! 


7 do not know thee, hut I have known of 

thee, since the times when it all began . . . " 

Ten years ago. Wizardry set the standards in 
FRP. Now, after two million copies have been sold 
and 25 international awards have been won. 

Bane of the Cosmic Forge raises and redefines 
those standards. This new Wizardry, the truest 
simulation ever of Fantasy Role Playing, will 
push your computer, your mind and your sense 
of adventure to their very limits. 

True FRP Simulation! 

Like a true game master. Bane of the Cosmic 
Forge rolls the dice, consults its charts and 
applies the rules. From the 400 items of armor 
and weaponry researched for authenticity - 
right down to their weights -to the realistic 
combat structure -incorporating Primary and 
Secondary attack- everything, absolutely 
everything, is calculated. 

Full-Color, Animated Graphics! 

You'll see swords swinging before your 
eyes; creatures of all shapes and forms will 
move before you; spells coming from your 
magician will swirl through the air. You'll 
walk under gargoyle-laden arches and 
watch candles flicker in their sconces. 
Your PC's internal speaker will play 
all of these digitized sounds without any add-on 
hardware . . . swords swinging, monsters venting 
their anger and spells letting fly. 

Uncompromising Variety! 

• 11 Races 

• 14 Professions with Ranks 

• Dozens of Weaponry, Physical and 
Academia skills 

• Multiple Fighting and Parry Modes 

• Ranged, Primary and Secondary Weapons 

• Six spellbooks, 462 spell combinations 

• Multiple Armor Classes 

Artificial Intelligence! 

Find the ancient and cryptic dwellers who can aid 
you in your quest. Talk to them as you would your 
friends - in sentences. Only through the power of the 
latest in programming technology could the full 
dimensions of conversation this real be possible. 
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P.O. Box 245, Ogdensburg, New York 13669 
(315) 393-6633 
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Ode to 
Nobunaga 

(Continued from page 44) 

given via another series of menus and 

sub-menus. 

Thus far, that sounds almost exactly 
like Nobunaga's Ambition and the rest 
of the company’s games. In Nobunaga’s 
Ambition II, however, there is yet 
another wrinkle. Now, players have the 
option of ordering their units to "Ree" to 
the castle. Once inside the castle, the op>- 
posing forces will have to storm one of 
the gates and make their way to the 
inner fortress in order to attack the 
player’s units. Since selection of this op>- 
tion introduces yet another high-resolu- 
tion tactical map with gates, walls, 
moats, fences, towers and the inner 
fortress, outnumbered players will find 
that the castle option can use up time 
which can, in turn, turn the tide of battle. 

Also, like the earlier Koei games, the 
player(s) has (have) a choice of, at least. 


two scenarios. One scenario offers a 
chance for the daimyo to take one fief 
and conquer the others in order to forge 
his shogunate and the other allows the 
daimyo to enter the game as Oda 
Nobunaga with a hefty edge in the num- 
ber of fiefs controlled. In single-player 
games, the "Nobunaga’s Ambition" 
scenario (which begins with an intact em- 
pire) offers enough strategic challenge to 
test the finest player’s skill and is pos- 
sible to play through in a few hours. 

In multi-player games, most gamers will 
find the scenario where each player 
begins with one fief to be the most play- 
balanced. Also, in multi-player games, 
human players should choose fiefs on 
outer boundaries far away from each 
other. This allows time to build up one’s 
empire economically and militarily prior 
to having to face a human player’s for- 
ces. Since the computer opponents are 
even more mthless in Nobunaga’s Ambi- 
tion II than they are in the original game, 
it’s important to work them over before 
the human players start to work on one 
another. 


Nobunaga’s Ovation 

About the only negatives that this 
reviewer can voice about the new game 
is that it doesn’t offer sound card sup>- 
port, still features a clunky menu-driven 
interface (with no short-cuts), and 
doesn’t support direct-connect or modem 
play to help facilitate those multi-player 
games. Still, Nobunaga's Ambition II 
features graphics which are far superior 
to the original game, more in the style of 
Genghis Khan and Bandit Kings of An- 
cient China. In addition, the economic 
model is basically the same, but the over- 
all strategy is more challenging due to 
the use of body points (to purchase ac- 
tions), necessity of leadership require- 
ments (as in Bandit Kings, one must 
have enough samurai to be able to field 
the appropriate number of men), and 
more ruthless computer opponents. 

Along with these refinements comes the 
addition of the extra tactical screen for 
the castle siege sequence. All in all, 
Nobunaga's Ambition II is an enhanced 
package that should please all the fans 
of historical simulations. CGW 



CALL TOLL FREE 

l-(800) 688-277( 


One stop for all IBM & PC compatable games and productivity software! 


TOP TEN 

* THBtK FINEST HOUR 37.50 

* P-19 TTBALTHBOIrfBER 43.75 

* HARPOON 37 JO 

* 8IMCTrYD.P 32.50 

* Ml TANKPLATOCW 43.75 

* POPULOUS 3125 

* STARPUOHrn 3125 

* RED STORM RISINO 3425 

* BATILEHAWKS 1942 3125 

» SWORD OP ARAGON 25X)0 


688 ATTACK SUB 31.25 

A-10TANKKiaER 31.25 

ABRAMS BATTLE TANK .25.00 
AIRBORNE RANGER .... 29.95 
ANC ART WAR AT SEA ..27.50 
ANCIENT ART OF WAR . . 27.50 

BAD DUDES D.P 24.95 

BAD BLOOD 31.25 

BANDIT KINGS-CHINA . . . 37.50 

BARBARIAN 25.00 

BARDSTALE 11.25 

BARDS TALE II 31.25 

BATTLE CHESS 31.25 

BATTLES OF NAPOLEON . . 31.25 
BUTZKRIEQ ARDENNES . . . 37.50 

BLOOD MONEY 25.00 

BLUE ANGELS 21.95 

BREACH SCENARIO DISK . 1 5.75 

BREACH II D.P 30.00 

BREACH 25.00 

BRIDGE 6.0 24.95 

BUDOKAN 31.25 

C.YEAGER FLIGHT 2.0 . . 31.25 

CARMEN EUROPE 31.75 

CARMEN USA 31.75 

CARMEN WORLD 31.75 


CARMEN TIME 31.75 

CARTOONERS 37.50 

CEimiRIAN DEFENDER . . . 31.25 
CHAM/SCI MUTANT D.P ...31.25 
CHAMP OF KRYNN 5.25 ...31.25 

CHESSMASTER2100 31.25 

CLUE 25.00 

CODENAME ICEMAN D.P. . . 37.50 
COLONEL’S BEQUEST DP . 37.50 
CONQUEST OF CAMELOT .37.50 

CRIME WAVE 37.50 

CURSE OF AZURE BONDS . 31.25 
0. WOLF SECRET AGENT . . 31 .25 

DEF. OF THE CROWN 26.50 

DOUBLE DRAGON II 24.95 

DRAGON OF FLAME 24.95 

DRAGON STRIKE 31.25 

DRAGONS LAIR 43.75 

DRAGON WARS 31.25 

DRAKKHEND.P 37.50 

DUCKTALES . .‘ 28.25 

EARTH RISE 31.25 

ECHELON 37.50 

EMPIRE 31.25 

F-15 STRIKE EAGLE 2 DP . . 34.50 

FACESA'RISIII 24.95 

FAERY TALE 24.95 

FERRARI FORMULA 124.95 

FIRE BRIGADE 31.25 

FLIGHT SIMULATOR 4.0 ...48.75 
FLIGHT OF INTRUDER .... 37.50 

GENGHIS KHAN 37.50 

GO MASTER 49.95 

GREG NORMAN SHARK . . . 24.95 

GUNBOAT 31.25 

GUNSHIP 31.25 

HARDBALL II 31.25 


HARPOON EDITOR 24.95 

HARPOON BATTLE SET .... 1 8.75 

HEATWAVE 24.95 

HERO’S QUEST D.P 37.50 

HEROES OF THE LANCE . . .29.95 

★ HIJAAK 93.75 

HILLSFAR 37.50 

HOYLES GAMES II D.P 21.95 

HOYLES BOOK GAMES DP .24.95 

IKARi WARRIORS D.P 24.95 

JACK NICLAUS GOLF 31 .25 

KEYS TO MARI MONT 31.25 

KINGS BOUNTY 24.95 

KINGS QUEST III D.P 31.25 

KINGS QUEST I D.P 31.25 

KINGS QUEST IV D.P 37.50 

KINGS QUEST ll D.P 37./50 

KNIGHTS OF LEGEND 31.25 

L. SUIT LARRY III DP 37.50 

L. SUIT LARRY II DP 37.50 

LOOM 41.00 

MADDEN FOOTBALL 31.25 

MAGIC CANDLE 31.25 

MANHUNTER2-S.F..D.P . . . .31.25 

MANHUNTER D.P 31.25 

MANIAC MANSION D.P 16.25 

MAVIS BEACON TYPING . . .31.25 

MECH WARRIORS 34.95 

MEGATRAVELLER 37.50 

MIDWINTER 24.95 

MIGHT & MAGIC II 37.50 

MON. NIGHT FOOTBAL ....31.25 


MONOPOLY 24.95 

NOBUNGA’SAMBDP 37.50 

NORTH & SOUTH D.P 24.95 

NEUROMANCER 3^00 

OMEGA 31.25 

OMNI PLAY HORSE RACE . .31.25 
OMNI PLAY BASKETBAa ..31.25 

OPERATION WOLF 21.95 

PALADIN 24.95 

PALADIN QUEST DISK I ....15.75 

PIRATES 28.25 

POLICE QUEST D.P 31.25 

POLICE QUEST II D.P 37.50 

POOL OF RADIANCE 31.25 

POPULOUS DATA DISK ... .19.25 

RAILRAOD TYCOON 37.50 

RINGS OF MEDUSA 31.25 

RISK 24.95 

ROGER RABBIT 24.95 

ROMANCE OF 3 KINGDOM .43.75 

ROMMEL BATTLES 24.95 

SEARCH FOR THE KING ...37.50 
SECRET OF SILVRBLADE ..31.25 

SILENT SERVICE 21.75 

SILPHEED D.P 21.75 

SIMCITYTERRAINED 12.95 

SKATE OR DIE 11.25 

SORCERIAN 37.50 

SPACE QUEST III D.P 37.50 

SPACE QUEST II D.P 31.25 

SPACE QUEST D.P 31.25 

SPACE ROGUE 31.25 


STARTREK:KOBAYASHI . . .24.95 

STARFLEETII 37.50 i 

STORM ACROSS EUROPE .37.50 

SWORD OF SAMURAI 34.50 

TEENAGE NINJA TURTLE ..24.95 

TEST DR. II THE DUEL 31.25 

TETRIS D.P 21.75 

THE HUNT FOR RED OCT . . 31.25 

TIMES OF LORE 26.25 

TREASURE TRAP 24.95 

TV SPORTS FOOTBALL .... 31.25 

TYPHOON OF STEEL 31.25 

ULTIMA IV 37.50 

ULTIMA VI 4a 75 

ULTIMA V 37.50 

ULTIMA TRILOGY 37.50 

UNIVERSE II 31.25 

UNIVERSE III 31.25 

WAR OF LANCE 37.50 

WATERLOO 37.50 

WAYNE GRETSKY HOCKEY 34.50 

WELLTRISD.P 21.95 

WIZARDRY4 31.25 

WIZARDRY TRILOGY 31.25 

WIZARDRY 5 31.25 

WOLFPACK 34.50 

it PC TOOLS DELUXE 6.0 .. 1 11 .25 

PRINT SHOP 37.50 

VETTE! 31.25 

WINDWALKER 31.25 

★ WINDOWS 3.0 122.00 

★ WordP«rf 0 Ct VER 6.1 ... . 290.00 


ARCADE - 5920 ROSWELL RD. - ATLANTA, GA 30328 

(^) 256-3031 
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(Continued from page 7) 

premium on the former and look upon the latter as secondary. We 
will Include articles on strategy/tactics when possible, but the bulk 
of the magiLZlne will continue to be news and reviews. As for the 
Index, we Intend to make one available In the very near future. 

BattleTechnicalities 

As the original producer for Infocom's game BattleTeclv The Crescent 


Hawk's Revenge, I thought I would write to you to clear up a couple of 
[joints raised in your preview article. 

Rrst, as most impjortantly, the article gave the impression that there 
were only six missions in the game. That is 21 missions off. There are ac- 
tually twenty-seven missions in all, though a player will not play all of 
them every time he or she plays through the game. What was described 
as the end of the game is merely the conclusion of the first segment— ap- 
proximately 1/4 of the game. The story continues through the rescue of 
Jason’s father, his assumption of command of larger and larger units, 
and eventually, a transition to the 3050s and the start of the Clan Wars. 
Jason eventually must lead his unit in important actions in the final show- 
down between the Inner Sphere and the Clans on Luthien. 

It should also be made clear that the game is 




MasterCard/Visa 
1-800-545-6172 
(after 5 p.m.) 

IBMfCompatIbles 
and AMIGA 


“Powerful programs of growth and adventure’’ 

THE MAGIC MIRROR . . . self -awareness and 
change. E. Kinnie, PhD. Clinical Psychologist. $39.95. 
MERLIN ... an apprenticeship in the ancient 
Celtic tradition. $29.95. 

I CHING . . . wisdom and prophecy at a tea house 
on a quiet pond. $29.95. 

THE MAGIC MOUNTAIN ... a wild, occult ex- 
perience. Not for children. Specify maie or female 
version. $29.95 each. Both, $39.95. 

Blue Valley, 29 Shepard St., Walton, NY 13856 
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ATTENTION ROLE PLAYERS 

Our character editors allow you to modify your 
characters so they have a chance of surviving 
in these games. Virtualiy all aspects that make 
the character unique can be changed. Most 
editors aiso aiiow you to give characters any item 
in the game. Our hint books provide compiete 
solutions to the games as well as maps in most 
cases. 

• CHARACTER EDITORS - $19.95 each 

Might and Magic (1 or 2), 

Pool of Radiance, Bard’s Tale (1 or 2), 
Wasteland, Dragon Wars, 

Wizardry (Edits 1-3), Wizardry 4, 

Wizardry 5, Ultima (3, 4, 5 or 6), 

Sentinel Worlds I, Knights of Legend, 
Secret of the Silver Blades, 

Curse of the Azure Bonds, 

Champions of Krynn, Keys to Maramon, 
MegaTraveller 1, Space Rogue, 

Keef the Thief and Escape from Hell. 

• HINT BOOKS - $19.95 each 

Might and Magic, 

Wizardry (1, 2, 3, 4 or 5), 

Curse of the Azure Bonds, 

Champions of Krynn, Magic Candle, 
Knights of Legend. 

Apple and Commodore versions also available. 
Please add $3.00 for shipping and handling. 

GOSSELIN COMPUTER CONSULTANTS 

P.O. Box 1083 

Brighton, Ml 48116 flS 
*■■■ (313) 229-2453 
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SUPREMACY 
★ ★★★★ 
Crisis in the Far East 

In the dimly lit Situation Room, Charles 
stands alone. Intelligence reports confirm 
the worst. The Chinese army has captured 
the Soviet port of Vladivostok. Moscow 
wants help now I 

Charles glances at the map, his heart 
pounding. If he sends troops, will the 
Chinese pull hack... or escalate to a 
nuclear strike? 

Live on the edge like Charles. Play 
Supremacy -the world conquest board 
game fought in the nucleor age. 

FREE COLOR CATALOG OF GAMES 
Call Toll Free 1-800-333-0589 
24 hours / 7 days 
At better game stores worldwide. 
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not a CRPG. The package is quite clear on that 
and there is no intent to mislead. Thus, as the ar- 
ticle states, there is no exploration, aliens (there 
are none in the BattleTech universe), strange ar- 
tifacts and the like. Nor should anyone expect 
there to l>e. The game is about combat and 
leadership. Over the course of the game, Jason 
must learn to act as a commander rather than 
an individual warrior. He must command larger 
and larger forces and the welfare and success of 
all those forces must t>e taken into account. The 
core of this is the idea that you do not directly 
control other units. Rather, you give them orders 
and goals to accomplish. Since each pilot is uni- 
que and each machine has its own capabilities, 
those units’ behavior is not always completely 
predictable. This is part of command. 

Finally, I don’t doubt that many of the difficul- 
ties in control and understanding of the game 
(and the mechs) will be resolved by the final 
documentation. 

On a completely different issue, there is a 
small error in your review of Phantasy Star II 
from SEGA (my current employer). In the ar- 
ticle, you refer to the game as a sb( megabyte 
game. This is wrong. It is a sbt megabit game. 
This is the difference between 6,291,456 bytes 
and 786,432 bytes! It is a common mistake, 
especially from those of us who got our start in 
the computer industry. Cartridge games are tradi- 
tionally measured in megabits, where one 
megabit is the same as 128K in computer 
speak. This tradition came to our shores with 
the Nintendo. In Japan, measurements tend to 
use smaller units and larger numbers— just try 
paying a hotel bill in Tokyo where 150,000 yen 
is not all that uncommon! 

Scott Berfield 
Foster City, CA 

Thanks for the Information. Our sneak 
preview was based on an early build In 
which only six scenarios were present We 
will cover the twentyone other missions In a 
later review. Sneak previews are designed to 
present the "flavor" of a game, whereas 
reviews are expected to be more thorough. 

The preview did emphasize the non^role-play- 
ing aspect of the game (primarily because It 
Is being released under the Infocom label), 
and compared the product favorably to the 
very successful boardgame. 

As for the megabit typo in the Phantasy Star 
II review. It Is Interesting that we printed the 
correct "divide by eight" formula in our In- 
dustry update on page 28 of the December 
issue. So, we knew better, but the error 
slipped through, anyway. We had never real- 
ly thought of the Japanese cultural disposi- 
tion toward larger numbers, but find It an In- 
teresting observation. 

CGW 
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Cape cod connection 


Mail Order Software • 21 Pleasant View Avenue • Falmouth, MA 02540 

Specializing in courteous service, we can help you navigate through the seas of entertainment and 
education software. We carry most formats! 

ANYTIME — ANYWHERE — 24 hour FAX order line 1-508-548-9419 

ON-LINE MODEM SHOPPING — 1-508-457-4558 

Call for FREE IBM Newsletter — Other Formats Call for Updates 


1-800-328-WARE (9273) 


TOP SELLERS: 1-800-328- WARE (9273) 


NEW OR SOON 
TO BE RELEASED 

CAP'S INDICATE AVAILABLE 
IBM 

ACTION STATIONS V3.0 33 
Ancient Glory call 

Armada 2525 35 

Avenger A10 36 

Bane Cosmic Forge 38 

BATTLE CHESS IT 33 

BATTLE TECH II 33 

BUCK ROGERS 34 

BLUE MAX 34 

Bard's Tale III 34 

Battle Command 34 

B.A.T. 34 

CARDINAL/KREMILIN 33 

COLLEGE BASKETBALL 53 
COMMAND HQ 38 

COUNTDOWN 38 

Covert Action 38 

Deatlibringer call 

Dragon Force call 

DAYS OF THUNDER 34 

F14 Tomcat 33 

Falcon 3.0 44 

FOUNTAIN OF DREAMS 34 

FRONT LINES 33 

F/29 Retaliator 34 

Hard Novas call 

Harpoon Scan #3 22 

Hero's Quest II c^l 

Imperium call 

Iron Lord call 

It Came From Desert 34 

Kings Quest V 44 

Knights of the Sky 38 

Lord of the Rings 36 

Lightspeed 38 

Links 38 

Megafortress 41 

MICROL FOOTBALL 28 

MIDWINTER 33 

Moonbasa call 

NFL PRO LEAGUE FOOTS 53 
Nightbreed call 

Play of Day Baseball call 

Renegade Legion 41 

Red toron 38 

STRATEGO 33 

STORMOVIK 34 

SECRET OF MONKEY ISL 42 
Sac. Weap. Luf. 42 

Space 1889 call 

Space Quest IV call 

SPELL CASTING 101 call 

SPIRIT OF EXCALIBUR 33 

Shanghai II 33 

TEST DRIVE III 38 

TV SPORTS BASKETBALL 34 
Tunnels and Trolls call 

TURBO OUTRUN 34 

TRACON II 43 

Untouchables call 

Univ. Mil. Sim II call 

Quest for Glory call 

WING COMMANDER 43 


MAC 

ARMOUR ALLEY 35 

ACCU WEATHER 54 

CARRIER COMMAND 31 

Dec. Bat Civil WVI.II.orlll call 
FIRE BRIGADE (COLOR) 38 
GOLD OF THE AMERICAS 31 
GUNS AND BLrrrER 35 

Harpoon call 

Indy's Graphic Adv call 

Rommel call 

STRATEGO 33 

TRACON 33 

Univ. Mil Sim. II call 

WEAVER BASEBALL 35 


33 
call 
call 
call 

34 
33 


AMIGA 

A10 TANK KILLER 
Battle Command 
B.AT. 

Buck Rogers 
DRAGON FORCE 
DRAGON WARS 
F19 STEALTH FIGHTER 39 

F/29 Retaliator caii 

FALCON MISSION #2 21 

FIRE BRIGADE 34 

Harpoon call 

ISHIDO: WAY OF STONES 35 
LOOM 41 

Ml TANK PLATOON 43 

NOBUNAGA'S AMBmON 38 
POOL OF RADIANCE 35 

Powermonger call 

SECOND FRONT 41 

THEIR FINEST HOUR 42 


ST 

AFT 2.0 call 

BLACK GOLD 33 

CONQUESTS CAMELOT 38 
Crackdown call 

Dragon Lord call 

F19 STEALTH FIGHTER 39 
F/29 RETALIATOR 33 

Harley Davidson call 

It Came From Desert call 

Loom call 

Their Finest Hour call 


!! MODEM SALE !! 


AVATEX 2400 EXTERNAL 107 
CARDINAL 2400 INT. 85 


PROGRESSIVE PERIPHERALS 
2400 BAUD EXT. 104 

9600 BAUD 499 


SUPRA 

2400 BAUD INTERNAL 86 
2400 BAUD EXTERNAL 115 


LET CCC PUT YOU ON-LINE 
ON IT'S VERY OWN BBS!!! 


CCC INFORMATION CENTER 


THE CAPE COD CONNECTION 24 Hour 
BBS ON-LINE MODEM SHOPPER 
offers 


Current Software and Hardware catalogs (all 
formats) 

Catalogs can be read on-line or downloaded 
Timely SOFTWARE REVIEWS by The Skipper* 
can be read on-line in THE SKIPPER'S 
LOUNGE* or downloaded for later reading! 
THE SKIPPER* welcomes comments and loves 
to debate so leave him a message in his 
LOUNGE! 

SECURE ON-LINE ORDERING 
Multi-player on-line games such as ‘GLOBAL 
WAR*, CHESS, and a FISHING TOURNEY! 
BREAK THE VAULT and win discounts! 

Leave a CLASSIFIED! We can sell your used 
computer games! 

SUBSCRIBE FOR A MINIMAL MAINTAINENCE 
FEE AND GAIN MORE SOFTWARE DISCOUNTS 
AND OTHER BENEFITS! 

Find out whats coming in our PREVIEWS File! 


GIVE US A CALL 24 HOURS A DAY AT 1-508-457-4558 


BOARD GAMES 


A House Divided 17 

Adv. Squad Leader 35 

Against the Reich 19 

/\xis and Alies 30 

Battle over Brittain 21 

Capt's Ed. Harpoon 21 

Civilization 24 

Code Bushido call 

Days of Decision 28 

Empire Builder 20 

France 1944 13 

Eurorails 32 

Hitlers Last Gamble 32 

Fifth Fleet 28 

Gulf SUike (2nd Ed.) 27 

Jet Eagles 19 

Napoleons Battles 20 

New World 20 

Rod Storm Rising 16 

Republic of Rome 28 

Rise and Fall 22 

Second Fleet 24 

Seventh Fleet 28 

Squad Leader 24 

Third Fleet 28 

World In Flames 36 

CAVALIER CHESS SETS 
3 3/4" King Pieces Wood 42 
JAQUES 3 3/4" King 42 

ALPHA WOOD CASE CHESS 
CLOCK 70 


SIM CANADA 

a ALL TITLES $42 


TAX TIME 
ALREADY 


TOBIAS TAX CUT 79 

DAC EASY RAPID TAX 70 
JK LASSITERS CALL 

TIMEWORKS SWIFT TAX 70 


EDUCATION FOR 
MS-DOS 


ALL STICKBEAR (EACH) 33 
3t PREP 


COMPUTER test 
SAT 33 

DESTIN. MARS CALL 

MATH BLASTER + (NEW) 33 
RANDOM HOUSE ENCYCL75 
SCIENCE TOOLKIT 50 
SPRINGBOARD PUBL 80 
STUDY MATE 33 

SUPERSOLVERS: 

CHAL ANCIENT EMPIRES33 
MIDNIGHT RESCUE 33 
TREASURE MTN. 33 

PUBLISH m 130 

THE NEW PRINT SHOP 39 
WHERE WORLD C.S.(DEL)51 


‘••CCC AFTER X-MAS 
CLEARANCE SALE - 10°/o 
OFF ALL IN STOCK 
SOFrWARE‘“ 


SOUND HARDWARE 


Roland LAP-1 

400 

Ad Ub 

110 

Sound Blaster 

160 

MS-DOS 


BATTLE OF NAPOLEON 

34 

CENTURIAN 

34 

FIRE BRIGADE 

33 

FLIGHT OF INTRUDER 

38 

HARPOON 

41 

HARPOON SCEN. ED 

29 

RAILROAD TYCOON 

38 

SECRET SILVER BLADES 34 

SECOND FRONT 

41 

SILENT SERVICE II 

38 

SIM CITY 

34 

STORM ACROSS EUROPE41 

THEIR FINEST HOUR 

41 

ULTIMA VI 

42 

MAC 


Chess 2100 

34 

Bard's Tale 

34 

Halls of Montezuma 

32 

Microleague Baseball II 

38 

NFL PRO LEAGUE FOOTB 52 

Omega 

33 

Playmaker Football 

38 

Starflight 

40 

Weltris 

29 

ST 


Battlehawks 42 

34 

Breach II 

33 

Chaos Strikes Back 

29 

Drakkhen 

42 

Gretsky Hockey 

33 

Hero's Quest 

38 

L Suit Larry III 

38 

Sim City 

34 

Ultima V 

39 


MAGNAVOX/ 

HEADSTART 

CPU’S 


HEADSTART 300 (AT) 1 450 
HEADSTART 300 (CD-ROM 
SYSTEM) 1950 

HEADSTART 500 (386) 1950 
HEADSTART 500 (CD-ROM) 
SYSTEM 2599 


EACH SYSTEM COMES WITH 
A LARGE ARRAY OF 
SOFTWARE AND CD-ROM 
SOFTWARE INCL GROLIER 
ENCYCLOPEDIA (WITH CD 
SYSTEMS) 

"LIMITED ONE-YEAR PARTS/ 
LABOR WARRANTY 


Calls outside the U.S. 508-457-0737 24-hour FAX Orders 508-548-9419 

10-8 EST Monday- Friday — 10-5 EST Saturday — 21 Pleasant View Ave., Falmouth, MA 02540 
We accept credit card orders (MasterCard/VISA), personal checks (allow two weeks to clear), or money 
orders. Ask about our frequent buyer program, user group specials, and our special Quarterly Newsletter 
(IBM format only). All sales final. 

Shipping Information: Software within U.S., add $3.50. AK, HI, PR and Canada add $9.00. All orders shipped 
UPS unless otherwise specified. More complete shipping information available upon request. MA residents add 5% sales 
tax. Prices subject to change. Same day shipping depending upon availability. 


Circle Reader Service #32 









Scorpions 1/iew 

(Continued from page 67) 

ease, except for Killer Clowns, who are 
practically sup>er-human in their ability to 
take punishment and deal out death with 
remarkable sp>eed. 

The only way to handle them is with full 
clips of ammo and plenty of explosives, 
preferably plastic, especially when they 
show up in numbers greater than one. 
Your best bet when mnning into them as 
a random encounter is to run, quit, re- 
store, and hope you don’t see them 
again as you make your way to wherever 
you’re going. 

In the wilderness, you can occasionally 
see something (always hostile) coming; 
indoors (inside Miami), you generally 
don’t have such luck, unless you ran 
away from it before. All combat is 
preceded by annoying beeps from the 
game (very annoying, given the number 
of encounters), in case you haven’t been 
watching the screen to see the "Oh oh! 
Trouble!" message. 

One of the biggest dangers involved 
with combat is mutations. A bite from 
any mutated animal will eventually cause- 
mutations in the character bitten. 

The mutation will give the character a 
new ability (most of which didn’t seem to 
be worth much), but has the unfortunate 
side-effect of slowing healing rate to prac- 
tically nil. 


Ordinarily, a wounded character will 
recover points automatically as time pas- 
ses in the game. Mutated characters, how- 
ever, either heal not at all or so slowly 
that it isn’t worth thinking about. Then 
you have to go to a doctor and pay for 
recuperation. By the way, having some- 
one with Doctor skill in the party does no 
good in this respect. Party members with 
Doctor skill cannot heal injuries as in 
Wasteland. 

This negative side-effect can be sup- 
pressed temporarily (usually two days) 
by drinking some DeSoto liquor or some 
healing water. However, drinking the rum 
has its own side-effect of making the char- 
acter inebriated, and the party as a whole 
tends to move erratically thereafter, 
going in directions you hadn’t expected, 
even though only one may have had any 
liquor to drink. There’s no credit for 
having a designated adventurer in your 
party. 

Mutations, in both my experience and 
that of others who played the game, also 
appear to happen spontaneously at 
times. A character not exp>osed to 
mutagens by animal bite will suddenly 
come down with a mutation, for no ap- 
parent reason and with no prior warning. 
Early in the game, you can visit Dr. De- 
Medici who is able to cure mutations, but 
later his compound is trashed by the 
Clowns. After this, you must rely on the 
stopgap measures of rum and healing 
water. 

Overall, the game is dull and mechani- 


HARDWARE 

All systems include 1 mb RAM, either 1.2 or 
1.44 floppy. 40 meg hard drive, I/O card 
(2S,1P,1G), 101 keyboard, monitor and 
video card. 


CPU/VIDEO 

PRICE 

286/12 mhz. Standard 

VGA (640x480 512k, 

16 bit). .31 monitor 

$1259 

286/12mhz. Super 

VGA (1024x768 5 12K, 

16 bit), .28 monitor 

$1359 

386/25 mhz. Standard 

VGA (640x480 51 2K, 

16 bit), .31 monitor 

$1872 

386/25mhz, Super 

VGA (1024x768 512K. 

16 bit), .28 monitor 

$1972 


We ship software UPS ground 
no charge continental USA 


SOFTWARE 


SSG Titles 

Decisive Battles Series $23.75 

Reach for the Stars 23.75 

Panzer Battles 23.75 

Overlord 23.75 

MicroProse 

Command HQ $41.00 

Convert Action 41.00 

Knights of the Sky 41.00 

Lightspeed 41.00 

Midwinter 34.25 

UMS II 41.00 

Other Titles 

ATP $36.95 

A&SD 28.75 

Decision at Gettysburg 34.25 

F-29 Retaliator 37.50 

Win3 Game Pak 28.75 

Harpoon Med Scenerio 20.75 

Jones in the Fast Lane 27.25 

KQ V 48.00 

Links 44.75 

Red Baron 41.00 

SWOTL 41.25 

Sublogic SD-12 22.75 


JCL SERVICES 

VOICE: 714.680-3420 1609 MARIPOSA 

FAX: 714-680-3317 FULLERTON, CA 92633 


INC. 

COMPUSERVE: 71361, 1005 
PRODIGY: JTHKOOA 


cal. The plot makes no sense at all. The 
Bahia Mafia have no connection with any- 
thing reiating to the fountain; putting 
them out of business is just a "make-do" 
segment. The DeSotos use small 
amounts of fountain water in their rum 
(hence the mutation-suppressing), but 
are basicaliy a dead end, since you don’t 
really learn very much about where the 
water comes from. 

It is not until you rescue Wilfred in the 
swamp (where you go because there 
isn’t any place left except the Clown com- 
pound) that some glimmer of light ap- 
pears. This immediately ends the feud be- 
tween the Obeahs and the Beach- 
combers (amazing, as up to this point 
they have been bitter enemies), and telis 
you the source of the water is in the 
swamp in the hands of intelligent animais. 

When you finally get to talk to the intel- 
ligent mutated critters in the swamp, 
everything is patched up by Cramps and 
Doc Brewhoe. These two have known 
what was going on for a iong while, but 
it’s not untii you wipe out (or seem to) 
half the population of the area that they 
feel it’s time to get things settled once 
and for all. Why they couldn’t have done 
this long before is never explained. 

There is, though, one good thing: FOD 
is one of the fastest-loading games 1 
have ever seen. That, combined with no 
copy protection (but then, a product like 
this probably doesn’t need any), makes it 
very handy for the many, many times 
you will be quitting and restoring. One 
might almost think the game was 
designed with that in mind. 

So with faulty design throughout, "fea- 
tures" designed to aggravate, incessant 
and boring combat, and a storyline that 
doesn’t hold together, my personal 
opinion is simple: don’t buy this game. 
Period. 

Whew. I’m glad that’s over with (bet 
you are, too). So iet’s move on to the 
usual: if you need help with an adventure 
game, you can reach me in the following 
ways: 

On Deiphi: Visit the QameSlG (under 
the Groups and Clubs menu). 

On GEnie: Stop by the Games 
Roundtable (type: Scorpia to reach the 
Games RT). 

By OS Mail (remember to enclose a self- 
addressed, stamped envelope if you live 
in the Onited States): Scorpia, TO Box 
338, Gracie Station, New York 10028. 

Until next time, happy adventuring! 

Copyright 1 990 by Scorpia, all rights reserved. 

cow 
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• Recycled industrial waste 
becomes fantastic plastic ■ if 
you can keep your cool. 

• One wrong squeeze of paint 
and you'll turn ArtooDeetoo 
green with envy. 

• A squirt of glue, a whack in 
the head, and a toy is born. 

• You probably won ‘t need the 
automatic quality controller, 
because you'll never make 
mistakes. 

• Pack 'em up, ship 'em out, 
make a bundle, and go home. 


breaks down. 


LucasArts on the art and science of entertainment 


WORKNG 
IK THIS 
TOYB^ClORy 

HAS ns 

UPS AND 
DOWNS. 

Tired of the same old 9 to 5? Then it' s time to punch in 
for the Night Sh ift ™ at Industrial Might and Logic. And 
take control of the wackiest, wildest, toy-making machine 
you've ever imagined. 

Here's your chance to punch out DarthVader ™ 

Or Luke Sky walker™ Indiana 
JonesT even Zak McKracken™ mini- 
ature dolls of your favorite Lucasfilm 
characters. But make sure you get 
their heads screwed on right. Or this 
might be your last day on the job. 

Each eight hour shift takes just a 
few minutes to complete. But the 
better you get, the tougher your job 
gets. Bigger Ouotas. Pesky lawyers. 
Furry pests. And of course . . mii Qrii ■ 
the machine hardly ever 


A DIVISION OF LUCASARTS ENTERTAINMENT COMPANY 


Night Shift ls available for IBM and 
100% compatibles. Amiga, 
Commodore 64/128, and Atari ST 
personal computers. Visit your retailer 
or order directly with Visa/MC by 
calling 1-800-STARWARS (in Canada 
1-800-828-7927).™ and ©1990 
LucasArts Entertainment Company, 
Darth Vader and Indiana Jones are 
trademarks of Lucasfilm Ltd. All rights 
reserved. IBM is a trademark of 
International Business Machines, Inc. 
Amiga is a trademark of Commodore- 
Amiga. Inc. Commodore 64 and 128 
are trademarks of Commodore 
Electronics, Inc. Atari and ST are 
trademarks of Atari Corp. 












"Zapper's more persistant than a portable 
vacuum." 

Fuzzball Life & Times 

"My employees aren't getting any work 
done. I just know there’s a boss key." 

Rob Sirotek, Vice President, Sir-tech 

"Honey? Are you ever coming to bed?" 

Many random people 

CGA, EGA, and VGA Graphics ■ 
Multi-player (1-10) ■ Fifteen Floors of 
Action ■ Two Difficulty Levels and Play 
Modes ■ AdLib and Roland Music Card 
Support ■ Hard Drives Supported 


You^re Cute. You're Fuzzy. 
And You're Ticked Off. 


For years, you've been kicked around- 
hounded by people and chased into dark corners. 
Why? For no good reason. You weren't hurting 
anyone. And now, to make matters worse, you've 
got the Zapper on your tail! 

It's life as a Fuzzball. Not an easy life to 
be certain, but it's an entirely irresistible one. 


You'll run around collecting your goodies as 
the floor beneath changes color and weakens. 
Eventually, it will disappear! You may trap yourself, 
but with smarts, you'll trap your enemy instead! But 
that's only for the first few levels. Beyond that, the 
strategy is up to you. With the right tricks and a bit of 
Fuzz Power, you will be good enough to reach level 15 
where you can blow the socks off your enemy! 


Call 1-800-447-1230 for a dealer near you 


Now available for MS DOS machines 


P.O. Box 245, Ogdensburg Business Center, Suite 2E 
Ogdensburg, NY 13669 
(315) 393-6633 
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Reader Input Device 


Reader Input 

On the R.I.D. card provided opposite 
page 8, please rate the following games 
(only if you have played them!) and ar- 
ticles (If you have read them) by using a 
letter grade scale (i.e. A to F). Just rate 
the games as if you were an educator. 

As with the world of education, the scale 
will translate to: 

A= Excellent 
B= Above Average 
C= Average 
D= Below Average 
F= Failure 

If you wish, you may assign pluses (+) or 
minuses (-) to your letter grade (i.e. B+, 

B-, C+, C-, etc.). As always, rate only 
those games that you have played. 

Demographics 

(List the appropriate number) 

1. What is your age ? 

1 = Under 14 years old 

2 = 14-17 years old 

3 = 18-20 years old 

4 = 21-30 years old 

5 = 31-35 years old 

6 = 36-40 years old 

7 = 41-50 years old 

8 = 51+ years old 

2. What machine(s) do you play games 
on? 

(List all numbers that apply. List the 
machine you use most often first, the 
others in descending order of use). 

1 = IBM, clones, Tandy 

2 = Amiga 

3 = Apple 8 bit 

4 = Apple llgs 

5 = Atari ST 

6 = Atari 8 bit 

7 = C-64/128 

8 = Macintosh 

9 = Other (specify) 

3. Which of the following types of non- 
computer gaming do you regularly play? 

(List all that apply). 

1 = Family board and card games 

2 = Historical/strategy games 

3 = Role-playing games 

4 = Miniatures 

5 = None of these 

Games 

4. SimCity (Maxis) 

5. Blue Max (Three Sixty) 

6. Fountain of Dreams (^) 

7. Ishido (Accolade) 

8. Citadel (Postcraft Int) 


Device #78 

9. Legend of Faerghail (Reline) 

10. Action Pak Brain Blaster (Sp>otlight) 

1 1 . Silent Service II (MicroProse) 

12. Checkmate (Interplay) 

13. Stormovik (EA) 

14. Battlechess II, Chinese Chess 

(Interplay) 

15. Spherical (Rainbow Arts) 

16. MechWarrior (Activision) 

17. Wings (Cinemaware) 

18. Tunnels & Trolls (New World 

Computing) 

19. Countdown (Access) 

20. Buck Rogers Countdown to 

Doomsday (SSI) 

21. A-10 Tank Killer (Dynamix) 

22. Stellar 7 (Dynamix) 

23. The Cardinal of the Kremlin 

(Capstone) 

24. Operation Rrefight, Falcon Disk II 

(Spectrum Holobyte) 

25. Altered Destiny (Accolade) 

26. Crescent Hawks’ Revenge (Infocom) 

27. Stratego (Accolade) 

28. Tennis Cup (Hectronic Zoo) 

29. The Savage Empire (Origin) 

30. Their Rnest Hour (Lucasfilm) 

31. Railroad Tycoon (MicroProse) 

32. SimCity Terrain Disk 1 Ancient Cities 

(Maxis) 

33. Ultima VI (Origin) 

34. Harp)oon (Three-Sixty) 

35. M-1 Tank Platoon (MicroProse) 

36. Command HQ (MicroProse) 

37. Secret of Monkey Island (Lucasfilm) 

38. Stunt Driver (Spectrum Holobyte) 

39. Wing Commander (Origin) 

Articles 

40. SimEarth Preview 

41. Ishido Review 

42. Spherical Review 

43. Blue Max Review 

44. Computer Games’ Future 

Special Rep>ort 

45. Taking A Peek 

46. Letters From Paradise 

47. Scorpion’s Mail 

48. Scorpion’s View: Fountain of Dreams 

49. Countdown Review 

50. Powermonger Preview 

51. Stratego Review 

52. Checkmate Review 

53. The Rumor Bag 

54. Games Rating Chart 

55. Citadel Review 

56. Buck Rogers: Countdown to 

Doomsday Review 

57. Over There 

58. Reader Input Device 

59. Editorial 

60. This issue overall 


Conversions Received 



A-W Tank Killer 
(Dynamix) Amiga 
Balance of Power — 1990 
Edition (Mindscape) IBM 
Buck Rogers (SSI) C64 
Conquests of Camelot 
(Sierra) Atari ST 
Earl Weaver Baseball 
(EA) Mac 

Faces (Spectrum Holobyte) 
Mac 

Jack Nicklaus Champion- 
ship Courses of 1 990 
(Accolade) Amiga, Mac 
Jack Nicklaus Unlimited 
Course Design 
(Accolade) Amiga 
King’s Quest — Enhanced 
Version (Sierra) IBM 
Loom (LucasFilm) Amiga 
M-1 Tank Platoon 
(MicroProse) Amiga 
Shadow of the Beast 
(Psygnosis) Atari ST 
Where in the World is 
Carmen SanDiego? — 
Deluxe Edition 
(Broderbund) IBM 
Where in Time is Carmen 
SanDiego? (Broderbund) 
Amiga 
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Review 


A Crystal-Clear Look... 

(Continued from page 70) 

call goes out for heroes to go get him and end the menace. {In- 
sert auditory track for Andy Rooney voiceover here:) Did you 
ever wonder why simple adventurers were called upon to do 
things that the greatest wizards in the world couldn’t handle? 

Just think about itl Anyway, the story is nothing sp>ecial. 

Body Blows (Combat) 

As Scorpia so correctly pointed out in a recent editorial {CGW 
#76, p. 44), combat is the one area of CRPGs whose importance 
is unquestionable (as well as an area where the publishers can 
make greater strides). Citadel does not make it on this score. 
Combat is slow and hard to follow. Players will need to turn off 
the "hit" boxes if they want to see what is happ>ening on screen. 
Unfortunately, that will mean that they will not be able to tell how 
badly their party members are being trashed! 

Character movement must really be done one character at a 
time. That is, assuming the bad guys give you that much time. 
Auto<ombat should have solved some of this problem, but, un- 
fortunately, the autocombat mode is even slower than moving 
characters manually. In auto-combat mode, it seems like charac- 
ters attack from left to right, as well as without regard to any- 
thing. So, one at a time they fling themselves on more powerful 
foes and get eaten alive. Manually, the same foes could be 
beaten and done so more quickly, too! When characters are on 
the right side of the screen, their moves are almost totally pas- 
sive. Long minutes go by when nothing happens and then a 
slight shuffle occurs followed by more nothing! 

Why so slow? One would almost think that the A1 was carefully 
adopting a low-risk attitude, but the exact opposite is true when 
the characters are located on the left hand side of the screen. 
Frankly, even SSI’s venerable Wizard’s Crown seemed to do 
more things quicker and better on an 8-bit Atari. 

There is the usual assortment of weapons, all of which are, at 
least, slightly different and are used differently by the characters. 

Bows are extremely useful, but there are only four arrows in a 
quiver {four!). So, any character with a bow ends up sticking 
them in pockets, belts, and other characters’ p)ockets and belts, 
etc. Even going to the latter extreme, one is more than likely to 
use them up in one encounter. 

Yours truly also managed to shoot one of the members of the 
party during one encounter. That would have been all right, but 
the arrows killed the good guy with one shot. That never hap- 
pens with the bad guys! 

Another problem is that it is tough to develop the characters 
fast enough to meet the Inevitable challenges to come later in 
the game. In one game, there was only one Goblin-like monster 
to be found on the first level and a handful of skeletons located 
on the second level. This meant that the party was still first level 
when it reached the third level. There, the nasties were coming in 
groups of six to nine high-level monsters at once. It is most dis- 
couraging to get trounced so quickly. 

Spell Binding (Magic System) 

Magic "Play" is one feature that is not slow in Citadel. The sp)e- 
cial effects are very nice and the use of rune symbols add a nice 
touch. Also, forcing characters to carry around that "Sp>ell Book" 
helps to make such an artifact more real. Being able to share 
that book among the magic users in the party offers extra value. 



too, along with the capacity for creating one’s own scrolls. This 
critic finds the magic to be handled much better than in games 
which use simple inventories and lists! 


Unfortunately, the cute "Rune Menu" gets tedious to use after a 
while. Much of it can be "Macroed," but there are enough 
decisions to be made when casting spells that Macros cannot do 
everything. So, ultimately, all the "neat" stuff that makes the 
magic system unique ends up slowing the gamer down as the 
game progresses. 

Puzzling Perceptions (Puzzles) 

There are only a few, but here is an example. You enter an Al- 
cove where there is a stone carving of a Death’s Head on one 
wall. Pointing and clicking on one of the two round "jewels" 
results in the statue becoming animated and stating, "To pass, 
you must know whence 1 came to this keep." Those who are 
alert will probably figure out that the answer must concern Ne- 
quilar (The bad dude who sank the Citadel Into the mountain). If 
one knows that Nequilar came to the Citadel 53 years ago in the 
Spring and ’sank’ it six months later, one can assume that the 
answer Is "Spring," the season in which Nequilar came to the vil- 
lage (as opposed to six months later when he ’sank’ the keep). It 
is not explained, at this point, why the carving (seemingly a part 
of the Keep built hundreds of years ago) "is" Nequilar, nor how 
the player is supposed to discover this. 

Players will also discover that even when tpid that their charac- 
ters can’t carry any more (in terms of weight, not number), they 
actually can. One merely shuffles things around, puts them in 
pockets, or arranges them differently and "Voilal," it becomes p>os- 
sible to carry another item. 

Final Inventory (Conclusions) 

Players will need, at least, a Mac Plus with one megabyte of 
RAM and 6.02 (or later) system software. MAC II owners need to 
set their CRTs to Black & White mode with two colors (instead of 
256) before starting Citadel: Adventure of the Crystal Keep. 

The game sup|x>rts a hard disk, which is definitely recommended. 

This writer finds Citadel: Adventure in the Crystal Keep very 
disappointing, even though he was predisposed to like the game. 
The character generation and magic system are both quite inter- 
esting initially, but the one translates into the old ’number 
crunch’ and the other becomes tedious after the first few times. 
Simply put, it falls short. One pretty much hacks his/her way to 
victory and there is no genuine sense of "role-playing." CGW 
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★ Real-time I'antas) and role-playing. You 
never leave the main play screen to 
select weapons, cast spells or tight en- 
emies. 

★ More than .sO unique levels to complete 
depending upon your combat, magic 
and strategic skills. 

★ .\n unbelieviiblv realistic combat sys- 
tem w here w eapons break, armor w ears 
and characters tire. 

★ .An in-depth magic system that delivers 
live different classes — .Sorcery. Wiz- 
ardry, Healing. Conjuration and En- 
chantment — with graphic animation 
for each. 

★ .More than 40 different creatures to en- 
counter. including demons, the undead, 
elementals. deformed monsters and 
more. 

★ Easy-to-use graphic interface avoids 
lengths menu selections or typed com- 
mands. Elay w ith a keyboard. Joystick 
or mousel 

★ ,A full-length, professionally written 
novelette outlines the events leading up 
to your quest. 


D/\ F\y< 


SPVR 


-I^mngfrom the ashen soU of the ‘VaCCey of Tears, Tlarkspyre tower 
spiraCs toward the heavens. Angered 6y thefaiCures of the peopCe they 
created, the Qods of the Three “Ways — dUar, ‘Magic and Intettect — 
budt the granite monofith as a final test of mankind’s worthiness to 
e?jst. The gods decreed that ad wouCd perish in a rain of fire and 
[ightning unCess a champion was abte to overcome the trials of 
“Darkspyre zvithin 2000 years. Most of those years have passed, and even 
the great warrior ‘Borel was unable to complete the quest. ‘Jou are the 
last to enter ‘Darkspyre. 


Software for your IBM, Tandy 
or compatible computer: 
$49.95 suggested retail 




HORIZON 


Distributed by the Electronic Zoo 

3431 -A Benson Ave., Baltimore, MD 21227 (301) 646-5031 

0>c/e Reader Service #4 1 



Yoking o Peek 

(Continued from page 6) 
the digits zero through nine feature 
prominently in it. Fortunately, there 
are over 60 different animated 
responses to these numbers, each 
with our favorite Disney characters. 
Note that both "ABC’s" and "123’s" 
are supported by the SOtlND 
SOCRCE ($34.95), which adds 
voices, music and sound effects not 
available on the internal speaker (al- 
though no other sound systems are 
supported). IBM ($49.95). Circle 
Reader Service #4. 

Dynamix 

c/o Sierra 
PO Box 485 
Coarsegold, CA 93614 

STELLAR 7: The old Apple and C- 
64 game has come to life fleshed 
out with full polygon-filled 256 VGA 
color graphics, sound support and 
lots more action. Arcade action mar- 
ches on! IBM ($34.95). Circle Reader 
Service #5. 

Electronic Arts 

1820 Gateway Drive 
San Mateo, Ca 94404 

THE IMMORTAL: It’s you against 
the odds in this 3-D fantasy adven- 
ture. Wander through the labyrinth, 
slay the monsters, collect all the 
goodies and, most importantly, take 
a nap on the bed of straw! The live 
action battles are manageable, even 
for non-arcade gamers, and there is 
plenty to explore. Amiga, Atari ST 
Apple IIGS ($49.95). Circle Reader 
Service #6. 

MAGIC FLY: Arm your spaceship, 
cadet. We’re sending you off to the 
huge asteroid to zap the enemy. 

Akin to "Tunnels of Armageddon" 
(California Dreams), with a space- 
ace race flavor as you search and 
destroy your way to arcade happi- 
ness. Amiga, Atari ST ($39.95). 
Circle Reader Service #7. 

Electronic Zoo 

3431 -A Benson Avenue 
Baltimore, MD 21227 

BLACK GOLD: There’s a heck of a 
good economic model of huge multi- 
national oil operations in that game 



Magic Fly 



Battlechess II 



MicroLeague Football 


box. The bad news, though, is that it 
is wrapped around some arcade se- 
quences which will keep this game 
from being one for the pure 
strategists. Amiga ($39.95). Circle 
Reader Service #8. 

Interplay Productions 

3710 S. Susan #100 
Santa Ana, CA 92704 

BATTLECHESS II, CHINESE 
CHESS: This second in the Bat- 
tlechess series looks at the ancient 
game of Chinese Chess (with can- 
nons, ministers, et. al). Players move 
along lines rather than into squares 
and the board is divided by a river 
(representing the Yangtze). The 
Yangtze becomes the player’s 
Rubicon in this mental battle where 
resonant sound effects and hilarious 
animations offer amusing respites 
from the cerebral exercise of the 
game. IBM ($49.95). Circle Reader 
Service #9. 



Black Gold 



Thunder Strike 



Super Games Pak 


Live Studios, Inc. 

30151 Branding Iron Road 
San Juan Capistrano, CA 92675 

THUNDER STRIKE: TV ratings are 
the goal, and the Military Olympics 
is the name of the game that gets 
the ratings. The player flies his 
fighter along a "track" or the con- 
tours of the ground, defending his 
base, attacking enemy generators, 
all the while keeping the -"show" excit- 
ing enough to maintain the ratings 
needed to dominate the world. 3-D 
vector graphics neatly wrap up this 
arcade flash & zap shoot ’em up. 

IBM ($39.95). Circle Reader Service 

# 10 . 

Odyssey Software, Inc. 

P.O. Box 367 
N. Eastham, MA 02651 

SUPER GAMES PAK: Three arcade 
classics "redone for the 90s" con- 
stitute this game package. Deathbots 
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Join 48 Real Pro Bowlers on Tour with APBA 

FRAME-BY-FRAME EXCITEMENT & THOROUGHLY REALISTIC RESULTS 

Here’s APBA Pro Bowling! 

There’s no other game like this one. It’s easy to learn and easier to play. Merely select “Regular” or “Tournament” bowling from the menu. 
Then enter the number (1 -4) of bowlers in the match. Choose the names of the bowlers you want and you’re ready to go! 

YOU CAN SAVOR A GAME BY PLAYING IT SLOWLY IN THE MANUAL MODE, HITTING A KEY EVERY TIME YOU WANT YOUR 
BOWLER TO ROLL. YOU CAN PLAY IT A BIT FASTER IN THE AUTOPLAY MODE, WHICH DISPENSES WITH KEYSTROKES. FOR 
REALLY RAPID GAMES. YOU CAN CHOOSE THE QUICKPLAY MODE. IT PERMITS UP TO 999 GAMES TO BE PLAYED IN SUCCESSION 
WITHOUT YOUR INTERVENTION AND IT’S GREAT FOR CHECKING BOWLERS’ APBA AVERAGES AGAINST THEIR REAL-LIFE 
RECORDS, ANY OF WHICH YOU MAY EXAMINE BEFORE OR AFTER A GAME. WITH QUICKPLAY, YOU CAN PLAY AN ENTIRE 
TOURNAMENT IN ONE EVENING WITHOUT ANY DIFFICULTY. 

APBA Bowling also lists the winners of the year’s most significant tournaments, along with bowlers’ dollar winnings for the season. There’s a 
brief APBA “profile” of each bowler, too. 
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APBA REPRODUCES ALL THE DETAILS OF REAL PRO BOWLING 

With APBA, you’ll see everything you see in real pro bowling: unusual splits, streaks, slumps, injuries and an occasional 300 game. 
Once in a long, long while, you’ll be surprised by a foot fault, spectator interference or a gutter ball. There’s a late-game “choke 
factor,” often a problem for less experienced pros as a game moves into its final frames. This software is based on the APBA Bowling 
board game, which bowling fans have been enjoying since 1979. 

467 DIFFERENT SPARE POSSIBILITIES 

APBA is just as unpredictable as actual pro competition. When a man rolls his first ball of a frame, he may very well strike. But if he doesn’t, 
the potential outcomes are not limited to a mere handful of conventional spares. There are 467 spares possible in APBA. Some occur frequently, 
while the chances for certain rare ones are extremely remote. Invariably, the more difficult the spare (or split), the tougher it is to convert it. 

IN GOING FOR A SPARE, THE ANGLE OF THE SHOT IS SOMETIMES AN IMPORTANT CONSIDERATION. THAT IS, SOME SPARES 
ARE SIMPLER FOR RIGHTHANDED BOWLERS, OTHERS FOR LEFTIES. THIS HOLDS TRUE IN APBA JUST AS IT DOES ON THE TOUR. 


AUTOMATIC ACCUMULATION OF STATISTICS 

The software maintains cumulative statistics, including average, games, total pintail, high and low games and, for tournament play, 
wins, losses, ties and bonus points. Statistics can be displayed or printed. You’ll be amazed at the similarity between APBA and real- 
life averages for each bowler. 


for TOLL-FREE Order Service, call 

1-800-334-APBA 

ask for extension CL1 
8-12 & 1-5 Mon-Fri, Eastern Time 


©Copyright 1990 

APBA Game Company, Inc. 
1001-CL1 Millersville Road 
Post Office Box 4547 
Lancaster, PA 1 7604-4547 


Call toll-free number for Visa or MasterCard orders, or 
use coupon at right with check or money order. Price is 
$24.95 complete. WE PAY SHIPPING! Specify 3 1/2" or 
5 1/4" IBM format. 

System ftquifimtnte: IBM PC, XT, AT, PS/i or true 
eompitibli with iSSkb RAM, one 3S0kb, 1 ,2mb, TiOkb or 
1 ,44mb floppy or one of tbovt floppits and hard drive. Color 
or mono, NO COPY PROTECTION! No returns or 
exehanges. We do not guarantee eompatibility. 


TOLL-FREE Order Service; 

1-800-334-APBA 


FaPBA Game Company, Inc. 
1 1001-CL1 Millersville Road 
I Post Office Box 4547 
' Lancaster, PA 1 7604-4547 




Enclosed is $24.95 for APBA Pro Bowling. (Add 6% sales tax in PA; add 
10% outside U.S.) 

□ 3 1/2” IBM □ 5 1/4" IBM 

Name 


IBM is a registered trademark of International Business Machines. 


Address 


City 


State Zip 
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Taking a Peek 




is the near reincarnation of Berserk 
(one can almost hear the Cylon- 
esque voice calling out "Intruder 
alert! Intruder alert!"). Jail Break is a 
descendant of Breakout and 
Arkanoids, and Byteman (pictured) 
is... Well, if you can’t figure that one 
out, you won’t be able to find the 
on/off switch on your computer, 
either. IBM ($39.95). Circle Reader 
Service #11. 

MicroLeague Sports Association 

2201 Drummond Plaza 
Newark, DE 19711-5711 

MICROLEAGGE FOOTBALL: This 
is a fine, statistics-based manager- 
oriented NFL football game. Players 
"coach" their teams to victory or 
defeat, based on plays selected and 
real NFL statistics. Add on disks are 
available for drafting and trading 
players, plus another for great 
teams/players of the past. A 
statistician’s delight. IBM ($39.95). 
Circle Reader Service #12. 

Psygnosis Ltd. 

South Harrington Buildings 
Sefton Street, Liverpool L3 4BQ 
(Jnited Kingdom 

THE KILLING GAME SHOW: In 
French, German, Italian or English 
you can play in the game show of 
your life (or, more likely, death). The 
floodwaters are rising throughout the 
16 pits of death. Amiga. Circle 
Reader Service #13. 

SHADOW OF THE BEAST II: This 
sequel continues the story as the 
Beast Mage has kidnapped your 
sister. Across the various screens are 
the foes to face and friends to help 
in the quest. Amiga. Circle Reader 
Service #14. 

SPELL BOLIND: A one or two 
player standard Psygnosis arcade ac- 
tion game, this one has the player(s) 
out to rescue their tutor so that they 
might graduate. Amiga. Circle 
Reader Service #15. 

Sierra On-Line, Inc. 

Coarsegold, CA 93614 

JONES IN THE FAST LANE: 
Previewed in CGW #72 (June, 1990) 
as Keeping Up With Jones. IBM 
($39.95). Circle Reader Service #16. 



The Killing Game Show 



Spell Bound 



Oil’s Well 



Shadow of the Beast II 



Jones in the Fast Lane 



Operation Fireftght 


OIL’S WELL: While the player will 
spend considerable time breaking 
new ground, this latest offering from 
Sierra doesn’t. Touted on the back 
of the box as "...mindless entertain- 
ment for your home computer," this 
Lock ’n Chase game with land mines 
will certainly find a place with the 
quarter-pumpers out there. IBM 
($34.95). Circle Reader Service #17. 

Spectrum Holobyte 

2061 Challenger Drive 
Alameda, CA 94501 

OPERATION FIREFIGHT: This is 
the second mission disk for 
Spectrum’s extremely successful Fal- 
con F-16. The enemy is invading the 
player’s territory, so much is in- 
volved in air-to-air combat. Soviet 
Hind helicopters and T-80 tanks pro- 
vide some new challenges. Amiga, 
Atari ST ($29.95). Circle Reader Ser- 
vice #18. CQVV 
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, AMOTION 
GRAPHICS™’' 

Interactive Movie of 
y Espionage and . 
— Intrigue ^ 


\biiVeB^ 

Framed! 


councD^yn 


Y ou're American agent Mason Powers 
and you've just intercepted an ultra 
secret message about an international 
terrorist group. Just as you're 
about to brief CIA Section Chief, 

Frank McBain, everything goes 
black.. .and you wake up in a 
remote prison hospital in 
Turkey. .with no memory of 
what happened and charged with 
the murder of Frank McBain! 

Who set you up? Who is trying to 
kill you? And why do you feel such intense 
urgency! The Countdown has begun. ..and 
you'd better find the answers fast. 

If you break out of the hospital you'll set 
out on an interactive adventure of intrigue and 
espionage taking you from Istanbul to 
Paris. ..with both agents and terrorists in hot 
pursuit. Interview different characters which 
converse, animate and respond (some 
actually talk!). ..use your hand held computer 
to search for key evidence.. .gain valuable 
clues in realistic Motion Graphics flashbacks! 

But can you complete your mission in 
time to avoid global disaster? 

Motion Graphics* 

Countdown is brought to you by Access 
Software... the same madmen who brought you 
Mean Streets. You'll experience movie-quality 
Motion Graphics action. ..with 256-coIor 
screens that bring new meaning to VGA. Add 
RealSound ' high-quality digitized sound 
effects and you've got an interactive movie 
that will involve you totally. .mind, body and 
soul. 

Start the Countdown. . .and live the ultimate 
interactive movie. 


SOFTWARE 


INCORPORA TED 


*So Realistic, you’ll tiiink you’re there 

Countdown features breathtaking Motion Graphics. . .combining stunning 256<olor 
movie-quality graphics with the revolutionary technology that gives 

you astonishing digitized sound effects, music and speech without hardware. 
Countdown also supports the major sound boards. 


Actual 256-Color VGA Screen.'; 


Agent Frank McBain is dead.. .but 
why did they pin it on you? You've 
just 96 hours to find out. ..crack an 
international spy ring.. .and prevent 
an INTERNATIONAL DISASTER. 


To experience COUNTDOWN, 
visit your retailer or call 

1 - 800 - 800-4880 

TOLL FREE 

(Credit Card orders only) or clip and return the order form 



SOFTWARE INCORPORATED 
545 West 500 South, Bountiful, Utah 84010 
801-298-9077 FAX 801-298-9160 


ORDER FORM 

□ YES! i want to dear my name and prevent a Global Disaster . . . with the breathtaking 
reality of Motion Graphics 256-color graphics and digitized sound effects. Please rush me 
my copy of Countdown. Satisfaction Guaranteed. 


□ 5 1/4-fnch Disk □ 3 1/2-inch Disk 
D I’ve enclosed $59,95 as payment in full. 

D Charge this order to my: 

IZl VISA n MasterCard Q American Express 

Card No. ^ 

Expires 

Signature . 


Name . 


Address 


City . 
State_ 


_Zip_ 


(all orders must be signed) 


Mail to: ACCESS SOFTWARE INCORPORATED 
545 West 500 South, Suite 130, Bountiful. UT 84010 
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Editorial 


Please Release Me 


T he State of the Industry: With 
computer games growing larger 
and larger (a direct result of an im- 
plicit standard for VGA graphics and 
sound board support) , software publish- 
ers have had to stretch and strain in 
order to get their anticipated Christmas 
products on the shelf. As this issue goes 
to press, CGW still awaits more than 50% 
of the announced Christmas titles for 
1990. Some advertisements have already 
appeared multiple times in our magazine, 
but we have yet to see the finished 
product. 

As a result, many of our readers have, 
in the language of Horatio Hornblower, 
taken the Wind gauge and ojsened up a 
broadside up>on our stern. They are 
furious that we, aliegedly in coliusion 
with the software publishers, have 
whetted their appetites for new product 
and forced them to wait. Further, even 
though we at CGW try not to publish 
specific release dates (hedging refer- 
ences to seasons, quarters, and prior to 
the end of the year), we regularly receive 
a pounding from the readers when com- 
panies miss their announced release 
dates. 

Therefore, it seems like we need to take 
a little time to let the smoke clear and 
make sure we’re fighting the right 
enemy, in reality, there is not only an ab- 
sence of collusion with regard to pre-ad- 
vertising products and missing release 
dates, but such realities are a disappoint- 
ment to aii parties concerned (the pub- 
lishers, press and public). At CGW, we 
would like to see a revision in the way 
release dates are handled. Rrst, we recog- 
nize the necessity of informing one’s dis- 
tribution and retail channel about the ex- 
pected availability of a product. Release 
dates were originated, believe it or not, 
primarily as a means of providing ad- 
vance notice to retailers and distributors. 
They have evolved from a "tool" for the 
marketing channel and "goal" for the 
production department into a perceived 
"commitment" by the consumers and, at 
least, a portion of the press. 

CGW suggests, however, that com- 
munications to the marketing channel be 
filled with "weasel words" from the very 
beginning. News releases and product in- 
formation sheets should honestly 
espouse information like, "We are target- 
ing a mid-July release of The Mad- 
woman of San Diego and anticipate a 
possible four- to six-week delay, should 
we run into technical difficulty." To be 


sure, there would still be delays and con- 
fusion, but accusations of "vaporware" 
would be disingenuous. At CGW, we 
have been attempting to reduce the im- 
pact of targeted reiease dates for some 
time, but it would help if the marketing 
departments injected some room to 
maneuver in their communications, as 
well. Our mailbox on the PRODIGY Inter- 
active Personai Communications Ser- 
vice is continually full of messages stat- 
ing, "November 15th was the national 
release date for invasion of the Used 
Car Deaiers. Where is it? And why have 
you been advertising it for three 
months?” These frustrated queries can- 
not be good for the industry. 

As for the pre-advertising issue, this is a 
resuit of the current market environment. 
Companies have to create eariy demand 
for products because new products have 
a limited amount of time to prove them- 
selves on the shelf. They have to commit 
to an advertisement months before the 
cover date of the magazine in order to be 
assured of a position in that issue. So, 
when one of their producers tells the 
marketing department that the Advertis- 
ing Biimp Simuiator is six to eight 
weeks away, the company commits to 
the ad. Then, when they find out that the 
"Vic-20" driver doesn’t work with a 
"Fender" soundboard in place, it takes 
two weeks to a month extra to fix it and 
everyone is upset. We encourage readers 
not to assume that a product is going to 
be immediately available when they first 
see the ads. Rather, an ad should simply 
be an early indicator to start watching for 
a given product. Together (press, pubiic 
and publishers), we can change our un- 
derstanding of release dates. 

State of the Magazine: The Rumor 
Bag Guy has asked that we assure 
readers that he prints every solid rumor 
he can in "The Rumor Bag." The fictional 
wrap is intended to round out the page 
and offers its own puzzles for industry in- 
siders. To those who have requested less 
fiction and more rumors: Please remem- 
ber, the Rumor Bag Man is a sensitive 
guy and is devastated by your unin- 
formed request. There would not be any 
more mmors In the column if the fiction 
were removed. Instead, It would revert to 
a half-page column and many regular 
readers (who iike the fiction) would be 
disappointed. So that the Rumor Bag 
Guy will feel better, please write him a let- 
ter letting him know what a swell guy he 
is (flowers are nice). COW 
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THIS GAME IS RATED X 


Xciting adventure! 

Xceptional graphics! Xceiient sound!. 

Konartii" and linage Works'" bring tlie x^lllaratlng big screen xperience 
of Back to tfie Future IT" to your borne computer— and the entire family 





As Marty McFly you must trek througfi time to retrieve the sports 
almanac or else your yet-to-be youngsters will be doomed to a frigf itful 
future. Each of the five time warped levels recrt^ates key scenes from the fiit 
movie in autftentic detail. You'll have to keep your son out of tfie slammer. 
Race through dangerous Flill Valley and recover your DeLoreai i. And that's 
just tfie beginning. We've packed your mission witfi unrelenting oafs and 
obstacles including Biff, Griff and tfieir gang of muscle-bound melon 
fieads. But don't rely on your martial aits irioves alone 
Because during tf if' frenzied fligfit througf i tune', strategy 
comes into play as you try to rescue Jennifer and attertif it to 
solve the baffling fiigfi school dance puzzle 

So grab a tub of fiot buttered popcorn and take tfie 
fun of the film to its xtreme. Get Back to tfie Future II today! 

Free inside every package! Genuint' Bac k to the 
Future II sports cap like tfie one Maity wore ir i tfie movie! 

Avalldtilt. on Aiiilyd; MS DOS aiul compdtltil«*s. laiulyf' and f 
Commodore 64,128. 

Supports All Ub;“ Kolanil “ and Tandy' Sound ttoards 


KONAM! 


WORKS 


c 1989LJCSAAmblin c 1991) Mittorsoft All F^icjfiis Ueserveci 
Image Works is a Itatlemark of Miirorsoft Lid 

KONAMI IS a tegislered tiaileiitdik of Konami Ihdustry Co , ltd c 1999 Konaini Inc 
iM All Ktghts Reset ved Konaitu t/08) 215 511 1 

















Na\^te dense a^Pd fields! 






;-x:-K«>S-^i 


Launches You Into The ^^- w/ 
Ultimate Deepspace Dogfight! ^ 

• Starships so real you’ll duck when they pass! 

• Intense starfighter action pushes you to the limit! ' 

• Earth-shattering stereo sound surrounds you with realism! 

• Dynamic shipboard scenes prepare you for the battle ahead! 

• Your skilled wingman is ready to pull your bacon out of the fire! 

• Cinematic launch and docking sequences hurl you into the action 


We create worlds. 


Available in retail stores or call: 1 - 800 - 999-4939 for Visa/Mastercard orders 

For MS-DOS w/ 640K; 256-color-VGA,EGA or Tandy graphics; AdLib & Roland sound; mouse, joystick 

r~. , a ^ c • ©1990 ORIGIN Systems>lnc 
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